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Fabulous free trip to Parts 1 
Science City - full details inside 
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SPECIALS 



ELECTRIC EUROPE 17 

Eat trogs' legs, Yankees. Europe lights back this 
month as ACE begins a series ot special investiga- 
tions into European software superstars. 

COKTEL CD-I 68 

Roland Oskiam is a man with a mission - he's 
sending his company Coktel Vision into orbit. We 
took the Metro to Meudon-les-Bois to find oul what's 
going on.. .and up. 

BAT TO THE FUTURE 71 

Ubisoft's BAT - is this the best game ever to come 
out of France? Blast into the 22nd Century and meet 
your Waterloo... 



All Dogs Co To Heaven - from silver screen to the Amiga 

INTO THE LAIR 22 

Don Bluth is the creative force behind animated film 
classics such as An American Tail and All Dogs Go 
To Heaven, not to mention games like Space Ace 
and Dragon's Lair. We profile a man whose anima- 
tion's even smoother than Irish whiskey 

CD-IMPRESARIOS 29 

There's a company in Holland that's busy shaping 
the future of interactive entertainment. Find out how 
Philips put Frank Sinatra on CD-I.. .01' Blue Eyes? Or 
Double Dutch? 

SCIENCE CITY 79 

Explore the far frontiers of Space, ogle rabies 
viruses, check out 
state-of-the-art image 
processing tech- 
niques - all in Paris' 
Science City. And you 
can get there FREE 
courtesy of Electronic 
Zoo (see page 76) 



BLOCKBUSTERS! 

Ask yourself - do you deserve this issue? You get 
the first full playtest of Ultima VI -a game that 
lakes arcade-adventure into a whole new dimension 
of challenge and excitement; then there's the long- 
awaited Anlheads - an add-on data disk for It 
Came From The Desert that could do wonders for 
your hat size. Add some exclusive tips from Mike 
Singleton himself on his superlative Midwinter and a 
review of Loom., and Might and Magic //...and 
Nuclear War., and.. .no. you don't deserve It do 
you? But go ahead and spoil yourself. 





Don't forget - we NEVER review a 
game until it's finished. That way we 
catch the bugs the other magazines 
overlook. II it's reviewed here, it's 
what you'll get in the shops - so you 
really know what you're buying. 

REVIEWED 

ANTHEADS Cinemaware 38 

ATOMIX Grandslam 46 

F29 RETALIATOR Ocean 54 

FRED Ubisott 59 

GOLDEN AXE Sega 63 

HAMMERFIST Activision 59 

JUMPING JACK SON Infogrames . .. .55 
LHX ATTACK CHOPPER 

Electronic Ads 60 

LORDS OF CHAOS Mythos 51 

LORDS OF WAR Digital Concepts.... 55 

LOW BLOW Electronic Arts .50 

NEW ZEALAND STORY 

PC Engine 80 

NUCLEAR WAR US Gold 45 

PHOTON STORM ARC 46 

SCRAMBLE SPIRITS Sega 63 

SUPER VOLLEY BALL PC Engine.. .62 

TIGER ROAD PC Engine „..62 

TREASURE TRAP Electronic Zoo 52 

ULTIMA VI Ongm/Mindscape 36 

WARHEAD Activision 43 

WORLD CHAMPIONSHIP BOXING 

MANAGER Goliath H ...» 50 

XENOMORPH Pandora 49 

PREVIEWED 

RESOLUTION 101 Millenium 40 

ROTOX US Gold 42 

TURRICAN Rainbow Ads 56 




Ultima VT here al last, and every bit as good 
hoped it would be. Find out why on page 36 



pour 



ZOOM INTO ' 

ELECTRONIC ZOO are offering you a fantastic trip to Paris with all 



BLIND ALLEY? 



In the US publication The Journal of Computer Games Design, Chris Crawford (designer of Balance of Power and Guns and But- 
ter, amongst others) argues that, from the point of view of the games designer, CD could be a blind alley. 
First, he points out, the access time is very slow - anyone who s played Dragon's Lair in the arcades will remember the blank 
screens as the disk frantically locates and loads the next sequence. Then there's the data itself - all SSOMbytes of it. How do 
you fill all that space? And how much will the development cost? Most important of all, argues Chris, what do you DO with the 
data once you've got it? What about the algorithms that will manipulate it? To emphasise the benefits of what is only really a 

storage device at the expense of processing power is surely dangerous. 
All this is true, but it doesn't have to be. Hardware manufacturers must not get carried away with the possibilities of vast data 
storage while forgetting about processing power. CD is an enormous step forward, but let s have more ingenuity on the process- 
ing side, more people like Flair Technology and the Amiga development team. When people like that get going on CD projects, 
the games world will really start spinning...and they AWE getting going - as you'll see in the next few issues of ACE 



6-: 



WORLDS ON CD-ROM 26 

Jus! a taster ol what's to come in the '90s as CD- 
ROM systems become more popular. Take a mouse- 
driven trip through The Whole Earth Catalogue and 
Compton's Multimedia Encyclopaedia 

SPEAK OUT! 15 

A personal invitation to the ACE Conferences - 

now in full swing and coming soon to a venue near 
you. Meet programmers, the ACE team and other 
wild animals - and get a free lunch inio the bargain. 

HIGH SOCIETY 10 

Very high, by the looks of it. Find out who grabbed 



GAMEPLAY 



SCREENTEST 35 

Great games galore - including a little 7-dlsk num- 
ber that gets one ol the highest ACE ratings ever. 

TETRIS TWO! 96 

The man who created the cult game of the '90s is 
about to produce another cracker. Check out the 
news from the world of arcade entertainment. 



REGULARS 



ACE NEWS 7 

Sprites that travel at the speed of light! Plus the 
extraordinary Spectrum Emulator on the Amiga. 




\0 
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jfbcie.it War 
flg|uses the 
wimate horror 
a spoof apoca 
lypse scenario. 
See page 45. 




Exploring your guardian's hut in Loom 

BRAVE NEW WORLDS 81 

Four pages of fantasy. Start with Loom, move on to 
Might and Magic II, and end up on a desert island. 

TRICKS AND TACTICS 87 

Four pages of megatlps tor today's top games. Set 
those high scores soaring. 

TRADE SECRETS 92 

Midwinter meltdown! Mike Singleton and friends 
break the ice with exclusive tips for ACE readers. 



The Spectrum Emulator on the Amiga 

PAGE 11 

The latest games snippets, in inimitable style. 

ACE LETTERS 13 

ACE readers dip their pens in alien blood and bare 
their souls to the galaxy. 

SUBSCRIBE! 94 

Save money and get your personal copy every 
month - plus valuable subscriber benefits. 

IN THE PINK 107 

The ACE Hardware Guide - make your upgrade 
dreams come true. Plus our Software Guide, the 
Puzzle and Crossword, and the ACE Stockmarket 
- the best charts around. 



WIN! WIN! WIN! 



A TRIP TO THE FUTURE 76 

Electronic Zoo are offering you a fabulous trip to 
Paris to celebrate the release ol Treasure Trap (also 
reviewed in this issue - see p52). 

CHOPPER CHAMP 33 

Grab yourself an hour's helicopter flying lesson. 

courtesy of Electronic Arts. 



THE FUTURE! 



expenses paid and including a trip to the fabulous Science City. See p76 



1989 



WINNER 



8 BIT 



BEST SIMULATION 

GOLDEN JOYSTICK AWARDS 








WHAT'S THE SCORE? 



ACE RATING 915 

'Gameplay is dead smooth and the package 
as a whole makes an extremely attractive 
proposition.' 

CRASH 90% 

"Die graphics ate superb, instructions 
compreliensive and game play and 
addictivity arc all brilliant.' 

AMSTRAD ACTION 87% 

'Its complexity ensures* bng and enjoyable 
.game life.' 

TACKLE WORLD CLASS SOCCER 



ZZAP 90% 

Tfce best overhead Jboty sim we've seen so 

TGM89% 
"Fast action makes it far more playable than 
other soccer games.' 

C&VG HfT. „ 
BEST SIMULATION - 8 BIT. 

(Golden Joystick awards). 
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ACE NEWS 




SPRITES AT THE 
SPEED OF LIGHT 



Two computer boffins at 
Carnegie Mellon University in 
the States have developed soft- 
ware to graphically simulate 
objects moving through space 
at nearly the speed of light. 

This impressive 4D space- 
warping effect is perfect for com- 
puter games and movie special 
effects. Animations of objects 
appear to bend into stunning geo- 
metric shapes while travelling at 

FLOPPY 
DISK, MILK, 
NO SUGAR 

Those crazy - sorry idiosyncratic 
- Japanese are at it again. Not 
content with producing six day 
underwear they're now selling 
blank floppy disks and printer rib- 
bons from vending machines. 

Demand for floppy discs is 
rapidly increasing in Japan, mainly 
due to the popularity of Japanese 
word processors, and competition 
is severe among the floppy disc 
manufacturers. Memorex has now 
seen a gap in the market and is 
filling it with hundreds of 24 hour. 
7 day a week, floppy/ribbon vend- 
ing machines. 

Other disk manufacturers are 
rumoured to be following Memo- 
rex's lead. But will vending 
machines make it over here? 

Picture supplied by ASCII Corpora 
Hon, Japanese translation by 
Hasato Niixeki 

NEC GET 
INTO GAMES 
SOFTWARE 

NEC, producers of the PC Engine 
and pioneers of CD ROM enter- 
tainment systems, have made a 
move into the software market by 
investing in Cinemaware, the 
American company at the fore- 
front of interactive computer 
movies like Defender of the 
Crown and ft Came From the 
Desert "We sold a slice of the 
company to NEC and are develop- 
ing six titles for the PC Engine. 



99% the speed of light. Computer 
games could soon push Einstein's 
theory of special relativity to the 
outer limits. 

Entertainment companies 
around the world have already 
expressed their interest in this hot 
piece of code. Unsurprisingly, the 
wiry university has copyrighted the 
software and has patents pending 
on two maths formulas used in the 
routines. 





The entire TV Sports range will be 
converted over. We see sports 
games as the primary future for 
consoles* announced Bob Jacobs 
for Cinemaware. 

We may see more partner- 
ships like this soon. As software 
development costs increase dra- 
matically, it seems likely that 
other hardware manufactures will 
follow NEC's lead and buy into 
other software houses. 

Meanwhile, Cinemaware is 
looking for UK programmers to 
work on its new computer, con- 
sole, CD-ROM and CD-I projects. 
"We're currently looking for nine 




Prepare/or total systems crash courtesy of V8I 

FAST FORWARD TO THE 
FUTURE 



The Cyber Times is the first release from V51, a newly formed mum- 
media company - the first of its kind in the UK. 

A V51 spokesperson told us, "Cyber Times is a fact-packed white- 
hot newszine. This bimonthly bit-trip features trade hip tips on the 
cracks and hacks, decks and specs, news and views of the 90's." 

"With the advent of digital publishing, video and communications, 
the distinctions between media have become blurred. A new means of 
conveying technological advances across a number of differing media 
is required. Cyber Times will fill this need. In the meantime, V51 pub- 
lishes video, sequencer data, research materials and magazines." 

"Our motto's are: Issues beyond issue, facts on the edge of fiction 
and total systems crash - now." 

Cyber Times is available via mail order only. Each issue costs £3, 
or you can get six limited edition issues for the price of five. For fur- 
ther details write or send cheque/po to: The Cyber Times, 90A Devon- 
shire Road, Forest Hill, London SE23 3SX. 'Forget the present, take 
out the times, tomorrow's underground today." 



AhaJ So you think this is Just a bog 
standard Spectrum listing, eh? 
Well, you're wrong. It's an AMKM - 
using a Spectrum Emulator pro- 
duced in Italy by Vlnceruo Gervaai 
and Antonio Sch\fano. All we've got 
is a p re-prod version but it seems 
comprehensive and the program 
will be sold with a gizmo that will 
load your Spectrum games using a 
special tape interface- We hope to 
bring you more details soon... 



presence in Europe with flexibility 
for the future. Dublin has six guys 
doing console development for 
the Nintendo NES, NEC PC Engine 
and Sega Megadrive/Genesis. Our 
first Megadrive title will be out in 
the first quarter of '91". 




programmers, if your readers are 
interested they should send a full 
CV to: David Todd, Vice-President 
of Research and Development, 
Cinemaware Corporation, 4165 
Thousand Oaks Blvd. Westlake 
Village, California 91362, USA." 

"CD-I programmers should 
have a Computer Science Degree, 
micro and console people will be 
strong 6502 and 68000 coders. 
Incidentally. Todd helped write the 
navigation software for the Space 
Shuttle." 

The successful applicant will 
be working in Los Angeles or 
Dublin. "We wanted to have a 




mm 



It Came From The Desert -Just one 
of the recent Cinemauwe titles, 
now a candidate for NEC PC 
Engine conversion? 
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SERVICE LAUNCHED 



is establishing another 
ndustry first this month: its own 
ne news service lor 
amesters, providing short, reg- 
arly updated reports every 
eek on games technology, 
ames gossip, and games in 
ogress. It's to be run using the 
898 system, which means that 
alls cost 38p per minute peak, 
5p per minute offpeak. The 
s will be open 24 hours a 
ay and the reports will be 
changed weekly. 

This move into 0898 follows 
our trials last month with the 
ACE Debating system. This 
proved a great success (results 
to be announced next month. 



IT CAME 
FROM... 
LEVEL 9 

Level 9, once the kings of British 

adventure, have re-incarnated as 

an international development 

house, thanks to their animated 

games authoring system, HUGE. 

The Holy Universal Games 

Engine, the result of over seven 

man years programming, enables 

programmers to develop graphic 

action games simultaneously 
across air 16-bit formats. Techni- 




cal achievements include super- 
smooth mum-directional scrolling 
on CGA and image handling sever- 
al degrees of magnitude faster 
than, say, the Sierra system, 
though the system is not quite so 
efficient when it comes tracking 
dozens of sprites on screen at 
once {as in fl-Type, for example). 

This utility has enabled Level 
9 to make their mark around the 
world as a development house - 
and they're now. working on pro- 
jects as diverse as conversions of 
ft Came From the Desert to origi- 
nal games featuring Billy the Kid 



COMMODORE LAUNCHES 
NEW AMIGA BUNDLE 

Flight of Fancy is the first bundle to include games with a simultane- 
ous general release - Commodore's new £399.99 bundle pack for 
the Amiga includes Ocean's F29 Retaliate' and Rainbow Islands, 
Escape from the Planet of me Robot Monsters from Domark, and 
EA's DeluxePaint II art package. Only trouble is, our testing of F29 has 
revealed very serious bugs. Let's hope Ocean can do something 
about it in time- 




folks) and we will continue to run 
ACE Debates on a regular basis, 
giving you the chance to give 
instant feedback on current 
games and technology issues. 
We'll also be introducing a prize 
system tn which lucky callers 
each month receive free soft- 
ware bonuses. 

The number to ring is 0898 
966923 and the system starts 
on Tuesday 8th May. We intend 
to run the system on trial for 
one month, and we'll lei you all 
know the results. We'd also be 
very grateful for any reader 
feedback, so drop us a line to 
let us know what you think. 



and a new murder mystery. Good 
to see someone rising out of the 
ashes of the adventure scene... 
now what are Magnetic Scrolls up 
to? Find out next month on these 
pages in our special report. 

HYPER- 
GAMES GO 
GREEN 

Could you solve the Earth's envi- 




Balancc of the Planet.' enulronmen 
tally aware software whose press 
release doesn't come on recycled 
paper! 

ronmental problems? Accolade is 
giving the chance to try out your 
theories in the latest game from 
Chris 'Balance of Power* 
Crawford. Balance of the Planet is 
a hypertext-like (see issue 30) 
driven eco-simulator with you as 
the High Commissioner of the 
Environment, appointed by the 
United Nations to solve the Earth's 
environmental crisis. You have the 
power to levy taxes on industry 
and grant subsidies to worthy 
activities. You must tackle the 
issues of nuclear power, acid ram, 
ozone layer, third world, pollution, 
global warming and starvation in 
an effort to balance the world's 
economic well-being with the vitali- 
ty of the Earth's ecology. Bafance 
of the Planet is out on PC next 
month for £34.95dk. 




Gunboating: the real-rhino and 
the Accolade sim 

• Fancy the idea of piloting 
an armed and armoured US 
gunboat through the jungle 
rivers of Vietnam and 
Columbia blowing away 
drug traffickers? Gunboat 
from Accolade lets you do just 
that, available now for PC. If 
you're less violent but still inter- 
ested in boating, Accolade also 
has Powerboat USA where you 
can speed around Miami's 
waterways in Don Johnson's 
turbo nutter boatie. Out now on 
C64 and PC. 

• Microprose is putting the 
finishing touches to the ST 
and Amiga versions of F-19 
Flight Simulator. Once its in- 
house team of programmers 
have finished F-] 9, they'll start 
work converting MI Tank Pla- 
toon - but don't expect to see 
it on ST and Amiga before the 
autumn. In the meantime, Rick 
Dangerous II ~ nicknamed 
Rick in Space - should be out 
sometime this summer on 
Spectrum. C64, CPC, ST, 
Amiga and PC. 

• Hmmm...as we go to 
press we have to admit we 
don't know much about Mir- 
rorsoffs forthcoming game 
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UP AND COMING... 



Killing Cloud (shown here on the 
ST), except that ifs out later this 
year on 16-bit, it's a new twist on 
the flight-simulation front, and ifs 
starting to loo* sexy... 




Meanwhile Mindscape has 
something a little different for 
flight-sim fanatics - in fact the 
company is dubbing the game 
the alter-ego of flight sims. 
Tracon/Rapcon places you m the 
role of an air traffic controller 
Talking' planes around the skies 
of North America. It comes in 
two versions: civilian and military 
- Tracon and ffapcon. Out on PC 
now, it should be converted to 
other formats later in the year. An 
updated version is also due soon 
which interfaces with Microsoft's 
Flight-Simulator 4, giving you the 
option to both fly a plane and air 
traffic control it 

• Swiss-based software house 
Linel has picked up the 
license to the forthcoming 
Never Ending Story H movie 

from Warner Bros. Look out for 
the game at the Earls Court CES 
Show in September. 



• Exterminator, Gottlieb's sur- 
real coin-op where you have 
to swat flies, spiders and bugs 
with your bare hands, is com- 
ing to your micro this autumn 
courtesy of Audiogenic. This 
veteran software house is also 
working on a Super League 
Manager football management 
simulation and Wreckers, an 
isometric 3D game from Denton 
Designs. All these titles should 
see their way to Spectrum, C64, 
CPC, ST, Amiga and PC between 
now and autumn. 

• Bond is back yet again, thanks 
to Domark, with The Spy Who 
Loved Me on Spectrum, C64, 
CPC, ST, Amiga and PC in 
September. The film was originally 




It's a shocker and it's coming A 
soon on ST. Amiga and PC from 
Digital Magic Software. Shockwave 
is a 3D blaster combining super- 
fast tiling and digital rotating 
graphics. Or you could Escape 
from ColdtU on C84. ST. Amiga 
and PC. Here you are flying round 
Shockwave in your 'Super-Dooper 
Mark IV Blastamobile' 




released back in 76, and featured 
a brilliant Lotus sports car which 
doubled as a submarine. 

• Remember the cult action 
movie, Rolterbatl, based 
around a violent futuristic 
sport? EA obviously do, because 
its releasing a new game, 
Scrollerball, based around a 
violent futuristic sport. The 
interesting aspect of this title is 
that it allows up to three people 
to simultaneously play the game. 



Elite Is bringing out micro con- 
versions of three Sega Genesis 
titles this October. Tournament 
Golf /shown here) and Last Baltic 
- o horii scrolling kirk 'em to 
death'em-up - ore due on C64, 
ST. Amiga and PC while World 
Championship Soccer will also 
be converted to Spectrum. 




It s a fun life 
being a Mtllcn 
nlum MD... you 
can wear silly 
masks to publi- 
cise your new 
game - see the 
Resolution 101 
preview on page 



Dynasty Wars is 

the latest Cap- 
corn coin-op con 
version from US 
Gold. Set in 
ancient China, 
this aim uf tone 
ous two-player 
hack'n slash 'em- 
up features eight 
levels and the 
choice of four 
characters. Out 
on all major & 
bits and 1 6 bits. w 





Kt>f;V»-jii 



*7\ iALTJCS. 




Watch out for Flood from 
EA this month, the new 
game from Populous 
programmers Bullfrog, and 
Imperium, a simulation of 
the next thousand years of 
humanity. All three titles 
will initially be available on 
ST and Amiga. 




Advanced Computer Entertainment 9 



HIGH SOCIETY 



The most prestigious industry honours, the Golden Joystick Awards, were 
hosted by EMAP Images with a little help from TV personality Jonathan 
Ross, in West London during April. A merry time was had by all, especiar 
ly Ocean who managed to scoop four of the coveted awards. The rest of 
the line up was as follows: 

Best 86it Graphics - Myth. System 3 

Best 16-Bit Graphics - Shadow of the Beast. Psygnosis 

Best 8-Bit Soundtrack - Chase HQ, Ocean 

Best 16-Bit Soundtrack - Future Wars, Palace/Delphine 

Best 8-Bit Simulation - Carrier Command, Rainbird 

Best 16-Bit Simulation - Ml Tank Ptatoon, Microprose 

Best 8-Bit Coin-Op Conversion - Chase HQ, Ocean 

Best 16-Bit CoiivOp Conversion - Hard Drivin', Domark 

Most Original Game of the Year - Populous, Electronic Arts 

8-Bit Game of the Year - The Untouchables, Ocean 

16-Bit Game of the Year - Kick Oft, Anco 

PC Leisure Product of the Year - /nd/ana Jones and the Last Crusade 
(The Graphic Adventure) - US GoldAucasfilm 
Software House of the Year - Ocean 

Even after the awards had been handed out fmercifutry there were no 
speeches), the fun continued. ACE managed to snap some of the action, 
and these were the results. 




System 3 boss, Mark 
Cale, tries to demon- 
strate a move from The 
Last Ninja. but doesn't 
quite get it right! 



Whoop*!! Just as we were going to 
press, someone decided that this 
picture mas Just a bit TOO risque 
for you to see. What was (177 
Answers on a postcard, please! 



- 





Geoff Brown, co-director of US 
Gold demonstrates his ability 
for consuming large portions of 
chicken, as well as the UK soft- 
ware market. 




Roger Large of System 3. Rod 
Cousens from Actiuision, and Adri- 
an Cale of System 3, determined to 
show that they are still best bud- 
dies, even though Roger Is due to 
defect to Psygnosis, and System 3 
has wandered from under Activi 
sion's wing. 




Martha 
Moloughney and 
Katherine 
Boucher. both 
EMAP employ- 
ees, caught 
fraternising 
with the opposi- 
tion - Russell 
Beadle from 
Computer Trade 
Weekly. 



•For God's sake... get me out 
of here!' Nicki Hemmings, 
the blonde bombshell from 
IDG is obviously unim- 
pressed, and rings for a taxi 
five minutes after arriving... 



As is her custom. Pom Griffiths, 
stunning PR person for Ocean, 
injects some much needed glamour 
into the occasion. 




MM 

4 




Jonathan Ross, wit of the box, 
hosts the 1990 Qolden Joystick 
Awards, with burgundy suit a la 
Rik Haynes... 




Cathy Campos, Mirrorsq/Vs PR 
gem. enjoys the ceremony, 
unaware that her colleague. Ali- 
son Beasley, a close relative of 



Many of the guests enjoyed a 
walk around the Rooftop Gar- 
dens before the ceremony began, 
but for one poor soul with verti- 
go It was all too much. 




'Your round or mine Old Bean 7* Roger Large of System 3 (or should that be Psyg- 
nosis?) and Gary Bracey, fun-loving head of Ocean, celebrate their companies' 
awards by sharing a tasty morsel. 
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World Cup Italia '90 is just 
round the corner, and so is 
a deluge of soccer-sims... 



US Gold's Italy 1990 may be an "unofficial substi- 
tute", but if you buy the 
game for your micro, you 
could win yourself a trip 
for two to see the finals 
courtesy of good old USG. 
"Fly to Italy, stay in Rome 
for seven nights and wit- 
ness the climax of the 
World's greatest sporting 
event." While there, don't 
forget to be permanently 
pissed, act a hooligan, and 
get thrown into an Italian 
prison - you can bet the rest 
of the England 'supporters' 
won't... forget that is! 

"And we'll really shake em'up, when we win the 
world cup, 'cause [insert national preference here] is 
the greatest football team." Remember this dinosaur 
of a footie song from the late 70's? No, probably just 
as well. It was awful. Let's hope New Order's sound- 
track is mix to the max. 




Virgin Games has won the battle of the cheque- 
book and is releasing the only "official, autho- 
rised World Cup Soccer Game". Imagina- 
^■k. tively titled World Cup Soccer - Italia 
S / Ns \ '90 the game's now out on all major 
Xyf^^^ formats. "Accept no substitutes." 

MicroStyle is steering clear of the 

World Cup tie-in 
with its Interna- 
tional Soccer Chal- 
lenge, a solid-filled 
polygon successor 
to Microprose Soc- 
cer. Out soon on 
C64, ST, Amiga 
and PC. 



Entertainment International has 
the World Cup 90 Compilation for 
hard-up football fanatics with 
Kick Off (Anco), Tracksuit 
Manager (Goliath Games), 
International Soccer 
(Microdeal) for ST and Amiga - 
and Kick Off, Tracksuit Man- 
ager and Gary Lineker's Hot- 
shots (Gremlin) for Spectrum, 
C64 and CPC. 

The Italia '90 World Cup semi- 
final will be held at the San Paolo 
Stadium in Naples on the 3rd 
July. Don't expect to see England 
playing though! 

The football game 
of the season 
could be Anco's 
Kick Off II. 

Finally, Ocean late kick off is 
another game tied to its 
ever-lasting Addidas licence - 
remember Daley Thompson's 
Olympic Challengel Fortunate- 
ly, neither did we. 

Good /ucfg England. You need it 
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AMIGA £24.99 
ATARI ST £19.99 
COMMODORE 64 
CASSETTE £9.99 
DISK £14.99 



ELECTROCOIN SOFTWARE 
ADVANCE HOUSE 
166 BRENT CRESCENT 
LONDON NW10 TXR 
TEL (01) 961 8705 

C 5NK CORPORATION ELECTROCOIN 1990 




OVER TO YOU 

YOUR VIEWS FROM GAME ATMOSPHERE TO TURKISH DELIGHT 



GAMES LACK ATMOSPHERE? 



PRiZE 

LETTER 



CAME: 

M I am compelled to write to express my growing discontent with soft- 

M f ware houses and their attitudes towards their products. I regard ACE as 

a magazine which fully understands the computer industry and today's 
expected standards and so forth, so I think you'll agree to an extent 
h/^^^^^^^bh with me when I tell about the way I feel software houses are missing out 
Ml on golden opportunities. 

For example. I recently purchased Stunt Car Racer for my Amiga. 
At first glance (or should that be play?) it appears to be a first rate driv- 
ing simulation. However, after playing the game for about an hour, I 
found fault with it in such ways as the limitation of only having one 
opponent, the same feel' to all of the tracks, lack of detailed graphics 
(for example: backgrounds, different coloured tracks, etc), and the 
sound effects. What I wish to know is what happened? Why was a foot 
tapping, throttle flooring manic soundtrack substituted with groaning 
noises that make zero use of the Amiga's sound capabilities and resemble the sound chip in my old CPC? 
Just think what it would be like to have eight cars on the track, a 'heavy' soundtrack blasting, a crowd in the 
stands next to the start line cheering like mad, the deafening roar of moody engines, and then the squeals 
as all the drivers burn rubber. Why weren't such things as different driving conditions included like night and 
hail? What about the tracks themselves, why are they all the same two colours? Gravel stretches would of 
been fun to say the least. 

So many things were ignored. It would have have been much better to of had all the tracks load in sepa- 
rately, but with each one crammed full with sampled sounds, different graphics and most importantly atmo- 
sphere - something that 99% of games lack. Though Midwinter seems set to change this. Another bonus 
feature would have been a track editor - to me rt seems an obvious omission. 

I don't mind paying £20 to £30 for a game, but I do expect it to be £30 worth - 100% perfect. Come 
on all you game designers and play testers, when designing and testing games think 'atmosphere', it makes 
all the difference. 

Of course rfs not just one or two software houses, it's all of them - bumming us off with adequate 
games. Each new game a software house releases usually seems to manipulate the 16-brt computers a bit 
better, but software houses know and are capable of using the machines specifications to the full. They just 
take the easy option and supply us with games that are not half as exciting or good as they could be. 

Another topic I would like to mention is originality. Before you go 'oh no', I don't just mean shoot 'em-ups. 
The problem lies with whatever type of game you look at, there is always somebody coding a variant. Take 
30 puzzle games such as interphase, Damocles and Starglider II - there are loads of them, and soon it will 
be another case of the shoofem-up/beat'em-up type of problem - too many all doing the same thing. I'm 
just waiting to see the flood of Sim City rip-oH's. 

So ACE what are you going to do about it? After all, you are one of the public's major Voices' - what do 
you think needs doing? By whom? How? And when? I would like to read the software house's opinions on the 
vanous points I have raised. 

One last thing, can someone explain to me why Ocean charges £5 extra for a game on the Amiga, when 
the user base is nearly as large as the ST's? Thank you. 

Paul Kerslake, Swansea, West Glamorgan 

• ACE is always campafgning on behalf of our readers and the games industry to improve the quality of 
Advanced Computer Entertainment hardware and software. Look at our ACE Challenge and ACE Confer- 
ences as examples of our willingness to participate in this complex and controversial debate. WHAT DO 
YOU THINK should be done? Write to us: ACE LETTERS, EMAP IMAGES, PRIORY COURT, 3032 FARRING- 
DON LANE, LONDON EC1R 3AU. Or fax us on 01 490 0991. This debate is open fo ACE reader and soft- 
ware houses alike. We look forward to hearing from you... 

Microprose (producer of Stunt Car RacerJ replies: "We're always looking for ways to improve our prod- 
ucts and nowadays literally years of hard work go into producing just one game. Geoff Crammond spent 
two years putting Stunt Car Racer together. The aim of Stunt Car Racer was to provide a racing game with 
me emphasis on speed and gameplay. It would be great if we could produce a game tor the Amiga with all 
the speed, graphics and sound effects that we wanted, but unfortunately its just not technically possible. 
For instance, if there d been more cars on the track then the speed would have undoubtedly suffered. Also, 
we did investigate the possibilities of using a track editor but it was just technically impossible to incorpo- 
rate into Stunt Car Racer without affecting the gameplay. The mark of a good game is to achieve the right 
balance between vanous factors, within the technical constraints and we believe the emphasis in Stunt Car 
Racer was weighted correctly. This feeling has been supported by the level of sales Stunt Car Racer has 
achieved, the terrific review marks rt was awarded in all the magazines, and from the numerous letters 
we've received from satisfied customers applauding the product" 

Finally, Ocean told us: "All games are priced on their merit. The price point is decided by 
three (actors: development time and costs, manufacturing costs and size of the user base. The 
price of our Amiga software will be changing shortly." 



REASONS 

TO BE 
CHEERFUL 

Since you began to print my guide 
to Dungeon Master I have 
answered more than 250 
requests for it on disk and printed 
form. I would appreciate it if you 
would convey my thanks to all 
those who have written to me and 
the many who have sent me utili- 
ties and tips. I have made some 
very interesting contacts, Also, 
thanks to all who have spotted 
spelling mistakes and other errors 
in the guide, all of which have 
been corrected - I hope. The 
friendliness and enthusiasm of 
everybody has shown the positive 
side of computers as a form of 
entertainment for all ages. 

You may be interested to 
know that I have answered letters 
from almost every conceivable 
part of the British Isles, Also coun- 
tries such as Holland, Denmark, 
Malta, France, Sweden and Ger- 
many. A pat on the back for ACE 
for reaching out to so many differ- 
ent places. 

L R Rigden, Faversham, Kent 

GO TO TOWN 

I'm writing about that amazing 
machine, the FM Towns CD-ROM 
computer, and would be grateful if 
you could answer my questions: 

1. When will it be available in the 
UK? 

2. Will software be developed for 
it by the major companies? 

3. The cost of software for the 
machine? 

4. Is it available by mail order? 

5. Will ACE keep the public 
informed regarding the FM Towns, 
i.e. software reviews? 

6. What is the machine primarily 
for - business or home use? 
Don't stop keeping the computer 
world up-to-date. 

Mark Emmett, Hythe, Kent 

• The first transmission of FM 
news service... (1) There's still 
no official UK FM launch date 
from Fujitsu. {2) FTL is working 
on FM Dungeon Master, Origin is 
bringing out an FM Ultima comph 
lation, Electronic Arts and Mirror- 
soft are believed to be develop- 
ing FM titles, Lucasfilm Games is 
converting Loom, Indiana Jones 
and the Last Crusade - Graphic 
Adventure and Zak McKraken 
onto FM. Cinemaware has FM 
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Rocket Ranger and is producing 
FM It Came From the Desert, 
plus other companies have 
re/eased FM Sim-City, FM After 
Burner and FM New Zealand Story 
- get the idea? (3) Average price 
for an FM game in Japan is 
around £40. (4) Not to our know*- 
edge. (5) We will keep you 
informed of all the latest FM soft- 
ware and hardware develop- 
ments. (6) In Japan, both. 

CYBER 
PREDICTION 

I believe that in the not too distant 
future, computer screens and 
graphics will not be very large wall 
screens developed by Pilkington 
but Virtual Reality cyberspace. 

Dan Rett, Victoria, Australia 

• Why isn't there room in the 
market for both types of visual 
system? 

BREAK 
THE AGE 
BARRIER 

My six year-old grandson suddenly 
became a computer boffin - 
telling me of the good games, 
etc. I promptly purchased a com- 
puter to: 1) Ensure my family 
would often visit me. 2) To 
acquaint myself with this awe- 
some machine. 3) To achieve a 
proper level of intelligent conver- 
sation with a six year-old. 

D J Smith, Leicester 

STATE OF 
THE ARTIST 

I am now nearing the end of my 
GCSE's and do not know what to 
do next and don't seem to be able 
to obtain any positive guidance. 
For a career I eventually want to 
be a Computer Graphic Artist. Do 
I: 

1 . Stay on for A levels? 

2. Take a BTEC (which leads to an 
HND and then a degree) in Graph- 
ic Art, which involves Typography, 
Print Theory, CAD and Graphic 
Advertising? 

3. Take a BTEC as above in Gen- 
eral Art & Design which looks at 
all the aspects of art including 
Illustration, Reprographics, 3D 
Design, Ceramics, Photography, 
etc? 

4. Take a BTEC as above in Audio 
Visual studies which involves TV, 
Audio Visual related graphics and 
Graphics Animation? 

Everywhere I turn seem to 
receive different information, all 
good I might add. but no-one 
seems to know the right steps. 



Please, please, someone out 
there help! There must be people 
who know *which way to go'. 

Ian Crowther, Liversedgc, West 
Yorkshire 

•Polytechnic's seem to offer the 
most comprehensive and up to 
date Computer Graphics cours- 
es. Middlesex Potytechnic has 
been recommended to us, give 
them a ring on 01 368 1299 
for more information. 

8-BIT WORRY 

I own an Amstrad CPC 464 com- 
puter and I have great concern for 
8-bit machines because I think 
that 16-bit micros are starting to 
take over and now that this new 
FM Towns 32-bit CD-ROM comput- 
er is out the focus will change to 
these new 16- and 32-bit 
machines. The cost of 16-bit 
machines is high enough, but the 
cost of the FM-Towns is over 
£1500. Games for the lfrbit are 
over £20, so I wonder how much 
the games will cost for the new 
32-bit machine? I think that in the 
next five years the 16- and 32-bit 
machines will take over and the 8- 
bit machines will be left behind. 

Alex Souden, Argyll, Scotland 

• We think you may have missed 
the point raised in your letter: 
power has a price. Of course the 
future holds more 16-bit, 32-bit 
and even bigger and better 
machines, but there is presently 
a market for both 8-bit and 1 6-bit 
entertainment due to the signifi- 
cant difference in price of each 
system's hardware and software. 

DON'T BE A 
CREEP 

I'd just like to say that I'm not 
going to do what many of your 
other readers do. What's that 
you're probably thinking. Well, I'm 
talking about the endless creeping 
and ass kissing. I'm not trying to 
say ACE isn't good, because 
believe you me it is. But I don't 
distinguish one magazine from the 
other. I read many magazines for 
different reasons. I buy ACE 
because it is a good intelligent 
read. 

Pengy Leigh, Lanes 

PC 

PROGRESS 

For quite a while now, a few peo- 
ple I know have been needling me 
about how inferior the IBM PC is 
for playing games. I have an IBM 
PC XT with VGA monitor and most 
games are excellent. Even though 
the built-in sound is a big let-down, 



MIDI accessories and sound cards 
are available. And companies 
such as Sierra are making games 
compatible with various sound 
add-ons. VGA graphics even beat 
the Amiga. More and more pro- 
grammers have become aware of 
the PC's ever improving graphics 
and sound capabilities. I'm not 
putting the Amiga down but letting 
its users know that the PC has 
grown bigger and better since 
1980. 

Alex Young, Victoria, Australia 

PLUG ME 
INTO A SEGA 

I think your magazine is a mega 
brilliant magazine, but could you 
do more reviews for the Sega... 

Alastair Ogilvie, Harlow, Essex 

• It's tough balancing every 
aspect of Advanced Computer 
Entertainment, sometimes own- 
ers of particular machines may 
feel left out, but look out for 
improved console coverage in 
ACE from now on. 

ANIMATING 
AN AMIGA 

Before I start I would like to praise 
you on a bnll mag. Now that's 
over, is there a utility which allows 
you to hook up a video camera to 
the Amiga and lets you shoot six 
frames per second to create car- 
toons and other animated pieces? 

Liam Sansome, Belfast, 
N.Ireland 

• Your best bet is the WI-AMIGA 
video frame grabber. It takes 1 6- 
shade snapshots from video and 
turns them into normal Amiga 
graphic screens which can be 
manipulated using any art pack- 
age. PAL WDMM/GA costs 
£114.95 from Rombo on 0506 
414631. Similar systems are 
available for the ST and PC 
including Rombo's VIDI-ST. 

STOMACH 
CHURNING 
ACE ALIENS 

First of all, let me thank you for 
the new TNT - it's absolutely ACE! 
Your mag gets better and better. I 
tike the change of paper for the 
pink section, I think ifs classy to 
have a mag in several different 
parts. Now to business, I just 
noticed your ACE Poloshirt Spring 
Collection advert. Are those mod- 
els really two aliens cleverly dis- 
guised as a fake Kylie Minogue 
and a plastic Donovan? You can 
actually see part of her stomach!!! 
Is the she-alien available for dat- 
ing? 



Alex Boschmans, Belgium 

• Fake Ky/ie, pJastic Donovan? 
More like ACE teamster's Melame 
Cosbn and Jim Willis. Melanie and 
her stomach are currently dating 
a powerboat owner in Devon. 

HAWK-EYED 

While reading some old computer 
magazines I came across an arti- 
cle on Electronic Arts' Hawk flight- 
simulation. I was wondering how 
the project was going and how far 
the Argonaut team were from 
completion? Cheers for a great 
mag. 

Dave Spence Hirst, 
Knottingtey, W.Yorks 

• EA tells us that Hawk will be 
released on ST, Amiga and PC in 
the autumn. Keep a look out for 
further information in future 
issues of ACE... 

TURKISH 
DELIGHTED 

ACE is a great mag 'cause it gives 
information about every branch of 
the computer world. 
Hakan Tirali, Istanbul, Turkey 

A READER 
AGED 8 

I play a lot of computer adventure 
games and I think Barbarian is the 
best game t have got and I like 
your magazine. 

Clifford Rainbird, Chelmsford, 

Essex 



SHOP ON 
STOP 

Can you help me? I'm in the pro- 
cess of setting up a software 
shop with the help of the Enter- 
prise Allowance Scheme and I 
have also been sent forms from 
the Prince's Trust to complete and 
return. I am writing to you 
because I cannot find any 
addresses of a wholesale soft- 
ware supplier, and I need prices 
and a list of software and hard- 
ware before I can proceed any fur- 
ther. I need to make a detailed 
profit forecast and without prices 
of the software, I am on stop. 

R G Lewes, Pembroke, Dyfed 

• Here are a few distributors for 
you: Centresoft Limited, Unit2/3 
Holford Way, Holford Industrial 
Centre, Witton, Birmingham B6 
7AX; Leisuresoft Limited, Sketty 
Close, Brackmills Business Park, 
Northampton NN4 0PL; Gem Dis- 
tribution Limited, Unit 1, Harolds 
Close, Harolds Road, The Pinna- 
cles, Harlow, Essex CMI9 5TH. 
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NOW 




YOUR 



CHANCE! 



Travel to a local soft- 
ware house, meet 
strange exotic pro- 
grammers, eat a won- 
drous buffet lunch, 
walk away with ACE 
freebies, and get your 
name in the maga- 
zine: all courtesy of 
the ACE Conferences. 



The ACE Conferences are real- 
ly getting into gear now. By 
the time you read this, a 
group of ACE readers will 
have enjoyed the hospitality 
of Domark and had a blarney 
with the Twits (as the bosses 
of Domark are affectionately 
known). Now it's your turn... 
This month we're fixing the 
dates for our visits to Acbvision and Mir- 
rorsoft. They both promise to be truly 
epic affairs, as you'd expect from soft- 
ware houses of this stature. 

Activision are the company who real- 
ly pioneered console software back in 
the old days. And more recently they've 
given us innovative and exciting games 
ranging from Cosmic Osmo to Power- 
drift. If you'd like to meet the boys 
responsible and put your own questions 
about the way the games are pro- 
grammed and sold (and even make a few 
criticisms as well, if you want) then check 
out the panel on this page about how to 
apply and mark the date Thursday 12th 
July in your diary. Activision are in Read- 
ing, so take that into account if you live 
on the banks of the Limpopo. 

BITMAP BLARNEY 

On Thursday 19th July, we're also giving 
another bash, courtesy of Mirrorsoft 
This company are really going places 
with their CD-ROM development, their 
association with Cinemaware, and the 
games produced for their Imageworks 



WHAT YOU HAVE TO DO 
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Each month, we'll let you know about forthcoming conferences around the country. If you think 
you might be interested in attending one, all you have to do is send us a postcard with your 
name and address clearly written, together with a daytime telephone number if at all possi- 
ble. You also need to tell us which conference you would be interested in attending (one choice 
only, please) and your age. We need to know how old you are so that we can ensure a good 
spread of age groups at each conference. 

Unfortunately we have to limit the number of people attending each conference to 15. In 
addition, we have to make a nominal charge of £5.00 to help cover costs. All places are allocat- 
ed on a firstcome, first-served basis. There is however an exception to both these conditions: as 
a special offer to subscribers we are giving them priority allocations for the first ten places in 
each conference, and they may also attend free of charge. You can find out how to become a 
subscriber on page 94 (and you get other benefits too - a free issue, a special newsletter, and 
guaranteed delivery). 

We'll select the lucky readers from those who have applied and inform them of the relevant 
details. If anyone can't attend, they'll be shortlisted for a future conference and another selection 
will be made for someone who can take their place. You can arways check the availability of 
places on a conference by ringing Steve on 01-251 6222 Ext 2486. 
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Xenon n - y>u can mm Ihr Bitmap Bra on our exctu*ive Mirronaft con/rrmr*. 

label by the Bitmap Bros. And you'll be able to meet 
the infamous BB's in the flesh when you arrive. 

But there's more to it than just a free lunch. Each 
conference will be fully covered in the magazine and 
you'll see your ugly mug featured therein. Your views 
and comments will be faithfully recorded by the ACE 
team for posterity in a special feature article, and 
you'll also get a free ACE T-shirt. Not only that, but we 
hazard a guess that the software houses will be slip- 
ping out the odd freebie or two, though we're not 
promising anything. 

What it all adds up to is a great day out. And 
there's a serious side to it all as well. We set up these 
conferences to get more communication going 
between the people who play the games and the peo- 
ple who make them - and we reckon this has got to 
be a good thing. Not only will you get a free lunch, but 
you'll also have the chance to make your opinions 
known about the games companies try to sell you and 
the games you'd really like to buy. See you there. 
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Development manager Mm. Omkian 
uxisjust one of the many Interesting 
people that Steve Cooke encountered 
at Coktel Vision in Paris -find out 
more on pages 68 and 69 



Bonjour, Buenos Dias, Guten Tag. and 
Hello! Welcome to ACfs Electric 
Europe Issue. In 1992 the European 
Community will really come of age, pre- 
senting exerting possibilities for the 
future of European Advanced Computer 
Entertainment. We thought the time was 
right to investigate current develop- 
ments in both software and hardware 
currently under way across the water. 

We believe that Europe is going to continue 
becoming more important as a major source of 
breathtaking software and hardware developments. 
This is just the beginning of increased overseas cover- 
age m ACE. From now on we will be bringing you the 
hottest news, reviews and features, not onfy from 
Britain and the United States, but also Europe, Japan, 
and anywhere on the globe that the future of Advanced 
Computer Entertainment is being carved out. 

This month roving reporter Rik Haynes has been 
out and about. He popped over to Dublin to bring you 
a colourful report from the Sullivan-Bluth studios, cre- 
ators of Dragon's Lair and Space Ace, and the team 
responsible for animated movie hits like An American 
Tail and the latest feature. All Dogs Go to Heaven. 

Rik also reports exclusively from Philips in Holland, 
bringing you up to the minute news of the CDI develop- 
ments there, and an insight into one of the largest 
companies committed to Advanced Computer Enter- 
tainment. 

Editor Steve Cooke, donning striped jersey, a 
beret, and a string of onions has been fraternising with 
the French, and finding out just what's going on in the 
Gallic computer scene. Coktel Vision reveal their plans 
for making the most of some pretty revolutionary new 
technology, as well as telling us about the continuing 
development of European Space Shuttle on CDI. 

UBI soft, the company behind Iron Lord and Pro 
Tenms Tour tell us what they are up to, and give us a 
sneak preview of their graphical adventure extravagan- 





Sp«e Ace is the second Interactive Video game from animation supremo Don Bluth. Rik Haynes 
is quick on the draw at Sullivan-Bluth in Dublin on pages 22 to 24. 




I.' 



Philip*, as well as producing lots of other electronic gad 
getry. are leading the way in CDI. Find out what it's all 
about In Rik Haynes' report on pages 29 to 31. 



One of the scenes from B.A.T.. the extraordinary graphic 
adventure from French company Ubi Soft. You can read 
about this game and more on pages 71 to 73 

za BAT. 

Steve also managed to find time to visit the amaz- 
ing Science City just outside Paris. You can read all 
about it in this issue, and then win yourself a trip there, 
courtesy of Electronic Zoo. 

Lost? Don't worry, just check out our Euro map 
overleaf to find out where the action is. We put the fin- 
ger on all the exiting developments in computer enter- 
tainment, showing you where and when ifs all happen- 
ing. 

Finally, don't miss next month's issue when we 
check out the inimicable Infogrames, and report back 
from Spain and Germany, with more news on Advanced 
Computer Entertainment European Style. 



Just one of many interesting exhibits 
at Science City, Just outside Paris. 
Steve Cooke has been finding out Just 
what the future holds on page 79 
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DUBLIN 

In Dublin's fair city, where the girls ) 
arc so pretty, I first set my eyes on 
Sullivan— Bluth. It is here that most 
of the major animated feature 
films of recent years have been 
produced, as well as the first two 
Interactive Video games. Dragon's 
Loir, and Space Ace. 



CAMBRIDGE 

fjcWp Home of some of the important names in 
micro-computing. CHve Sinclair and his team 
,2 U»f* at Sinclair Research designed the ZX80. ZX81, 
ZX Spectrum, and QL here. Meanwhile Chris 
Curry and Herman Hauter at Acorn were 
coming up with the Atom, and the BBC range 
of micros. When Clive Sinclair and rival Chris 
Curry happened to meet at the town's famous 
Baron of Beef pub there was a clash of wills 
which led to a rather embarrassing bit of 
fisticuffs. 

Also to be found at Cambridge at one time 
or another were Jupiter Cantab, the ill-fated 
splinter group from Sinclair Research, Flare. 
Camputers. Psion, David Braben. author of 
I lite and Zarth, and Sinclair's new company 
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Paris, the new look Louvre, cen 
trefor the ever changing whim* 
of the fashionable. This gear 
Berets arc out. Shades are in. 
Stay Cool! 



Great Music Lovers the French - 
everywhere you go In Paris there 
arc Buskers (similar to London* 



The French, as we know are not 
that fussy about what they eat or 
drink - Escargot or Prog Legs 
washed down with Calvados 
being a typical example. Here we 
found an establishment for horse 
lover* - but don't expect any sta- 
bles, tftes* yee gees come with 




PARIS 

The City of Romance famous for Its landmarks like 
the Eiffel Tower, Arc de Triomphe, and Notre 
Dame, is also home to UBI Soft. The company, who 
have been responsible for title's like Puffy'-, Saga, 
Zombi. Pro Tennh Tour, and Iron Lord, previously 
occupied an echoing Chateau somewhere in the 
French countryside, but evidently found their central 
heating bills becoming prohibitive. They are now 
working on a superb graphic adventure called B.A.T. 

Also in Paris are Coktel Vision, an interesting 
development team who have come up with the likes 
of European Space Shuttle Simulator, and Parii-Dakar. 
They are currently investigating CD-I and other 
media for the nineties. 

Located in the Paris suburbs is Science City, a 
futuristic park devoted to exhibitions of existing and 
forthcoming technology. You can find everything 
there from a planetarium to a large-scale model of 
the rabies virus, as well as some nifty computing 
innovations like touch -sensitive screens. 
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NEWLINE SOFTWARE 
Newline have been instru- 
mental in dragging Norway 
into the nineties. The 
recently formed company 
has come up with some 
very attractive 1 6-bit prod- 
uct, even if it has been a 
little low in the originality 
stakes. 




KING COMMODORE 
Some years ago Commodore managed 
to get a firm grip on the Danish micro 
market, and has never let go. The coun- 
try has the highest penetration of Com- 
modore micros in the world. Even PC 
buyers opt for Commodore PCs over 
the more traditional IBM models. As 
might be expected from such a liberal 
country, software rather hotter than the 
average release is available under the 
>unter. 




Hi 
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ROMANTIC ROBOT 

Somewhere in the bustling city 
of Frankfurt are the offices of 
the one of the most successful 
companies In the peripherals 
market. Romantic Robot scored 
a huge, if somewhat controver- 
sial, success with their Multiface 
range of add-ons. These enabled 
games to be easily backed up to 
disk, and for the code to be 
examined and altered, giving 
rise to a whole new way of 
cheating! 






THALION 

A young team of German pro- 
grammers based in Gutcrsloh. 
Recent games from the group 
have included Chamben of 
oollri. Seven Gotei of Jambala. 
Leovin' Teramis, and Atomlx. 
Forthcoming is a fast 3D vector 
graphic game, No Second Prize, 
and the incredible RPG game, 
Drogon flight. 



owe 



LORICIEL 

Tucked away in the town of 
Rue'l-Malmaison is the third of 
the big French software pub- 
lishers. Loriciel are now. with 
the help of US Gold, consolidat- 
ing their place in the European 
market with strong products 
like Shermon M4. 



STARBYTE SOFTWARE 
Bochum is the home of this 
very productive German soft- 
ware house. Recent releases 
have Included Table Tennit, 
Rings of Mefoi. and Clown-O- 
Manlo. 




LYONS 

This famous French city which 
straddles the equally famous Rh6ne 
Is where Gallic gamers Infogrames 
arc to be found. The company have 
produced such diverse games as the 
mystical Quest for the Time Bird, 
Kuh, and Purple Saturn Day. 



LINEL 

The only outfit in Switzerland 
(based in Appenzell) to ever 
make an impact on the rest 
of the European software 
market. Unci's early games 
were renowned for combin- 
ing very pretty graphics with 
traditional adventure ele- 
ments. 



RAINBOW ARTS 



many's most prolific and most con- 
sistently successful software house. 
Their recent releases have been 
stunning to say the least - Rock V 
Roll and Conqueror are just two of 
the titles that com* to mind. The 
company looks to be going from 
strength to strength with the forth- 
coming release of Turrttan (see pre- 
view this issue), and It's investiga- 
tions into the potential of the likes of 
-J CD-I and other revolutionary media. 
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VARESE 

The third of Italy's big 
software houses, Idea, is ' 
located here. 




BOLOGNA 

Home not only of the delicious 
spaghetti dish, but also of two 
of Italy's top software houses, 
Simulmondo, and Genias. 
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MILAN 

The charming Italian city, 
made even more delightful 
by the presence of K, the 
Italian version of ACE. K hi 
the publication read by all 
Italians who want to stay 
one step ahead of the tech- 
nology that is tomorrow's 
Advanced Computer Enter- 
tainment. 
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The Biggest, 

Fastest and Smoothest Flight Simulation ever seen. 



- Vv ..-.••*■.. 



You're flying on high octane adrenalin 
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STEALTH FIGHTER 

Forget about other flights of fancy - This is the Real World, 

Imagine Falcon - imagine a 
few hundred square miles 
of fantasy. 

Imagine F29 - imagine a 
few thousand miles of 
fantasif. 

Fly F19 - fly over 409,600 square miles of reality. Fly fast. Fly the real thing. 

Over 3,300 missions 
possible. 

Co/d, ifrrofed or 
conventional ivar. 

-Willi i " 

Foi/r grades of opponent. 

Four real-world scenarios. 

All the action you am 
Ivmdle - and ahuays a new 
challenge waiting. 

Graphical detail and depth 

ofgatneplay are claims 
made by others - here they 
are reality. 

fLYF19 SOON ON 
YOUR ATARI ST AND 
COMMODORE 
AMIGA. 

r?"^-~j PROSE 





IBM Sen; en iholi shown. Actual wtcn» m«y vaiy. 
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Ex Disney animator, Don Bluth 
and his Space Ace creations 



The big baddie IforJ reaps his 
vengeance in the original Space 
Ace. look out/or the forthcoming 
game Space Ace U: Borfs Revenge 



Rik Havnes visits 

w 

Don Bluth's Dublin- 
based film studio 
and discovers the 
interactive cartoon... 




Into the Lair 



Lead on brave adventurer, your quest 
awaits. This opening line to the classic 
laserdisc arcade game of the early 80's, 
Dragon's Lair, holds equally true to its 
creator, Don Bluth. Although the world's 
first 'interactive cartoons' were innova- 
tive, their technology was way ahead of 
their time, and consequently Bluth's 
Dragon's Lair and Space Ace corn-ops 
tacked the commercial success they deserved. But 
with the consumer launch of CD-I next year and the 
growing number of CD-ROM machines, the technology 
has finally caught up with the concept. The interactive 
cartoon is about to hit your TV screen. 

Bluth's interactive cartoons combine traditional 
movie animation with the interactivity of a computer 
game to produce an exciting new entertainment medi- 
um. Bluth explains the advantages of animation. "All 
great stories have two things in common, they enter- 
tain and they educate. The urge to be carried away m 
fantasy is always strong and animation has the special 
power to capture an entire imaginary kingdom the ordi- 
nary camera will never enter." 

Taking note of the emerging CD technologies, 
Bluth decided to set up a special division to produce 
interactive cartoons in May 1989. Patrick Ketchum, 
President of Sullivan Bluth Interactive Media (SBIM), 
told us, "SBIM is at the forefront of CD technology. We 
have begun production on two entertainment titles for 
the interactive compact disc market which will reflect 
the combination of our creative talent, superior anima- 
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"Cheap, poor art is like 
listening to gossip at a 
bus stop, it's interesting 
but has no lasting 
value." 



Dan Blum 



tion resources and innovative computer technology to 
create interactive cartoons". 

Ketchum has long been interested in both interac- 
tive media and animation. In 1980 he founded Data- 
Soft, the games company that created early computer 
hits including Zaxxon, Bruce Lee and Alternate Reality 
for machines like the Atari 800 and Commodore 64. 
He then set up the US division of Toei Animation, the 




Sullivan Bluth Studios in Dublin. Ireland: over 300 creatine minds dedicated to producing classi 
cal animation in a six storey building next to the River Liffey and Phoenix Park 



\ 




CREATIVE IMAGINATION 



Don Bluth started as an apprentice animator at Walt 
Disney back in the 50 s. working on animated feature 
titms like Sleeping Beauty and The Rescuers, but by 
1979 he fell Disney had lost its will to produce classic 
animation 'Good art should say something worth- 
while - or why bother? Seeing something of excel- 
lence ts always inspiring.'' states Bluth. So he left 
with partners Gary Goldman and John Pomeroy. plus 
1i other animators, lo produce classical animation in 
his garage. The move was a success. Bluth pro- 
duced an award -winning television special. Ban/o 
The Woodpile Cat - loliowed by his first animated 
feature film, The Secret ot NIMH In 1 984 Bluth met 
up with financier Morris Sullivan, and formed Sullivan 
Studios m Van Nuys, California- An American TaH, a 
Spielberg presentation of a Don Bluth Mm was pro- 
duced here, although all eel painting was done at 
Sullivan Bluth Studios in Dublin. An American Tall 
became the highest grossing animated feature for a 
first release - worldwide theatrical and video receipts 
are projected to reach $180 million The 45000 
square foot Sullivan Bluth Studios in Dublin was 
opened in 1 986. The Land Before Time, a Sp>el- 
berg- lucas presentation of a Don Bluth film released 
by Universal Pictures, was the 'irst feature created in 
Dublin This was followed by Oliver and Co.. All 
Dogs Co To Heaven and now Rock-A-Doodle. 



world's largest animation studio based in Japan. In 
1986 Toei animated over 360 half hour TV episodes 
including The Muppel Babies, Gt Joe and Dungeons 
and Dragons. Ketchum joined Bluth m October 1986. 

PLAY THE CARTOON 

Don Bluth computer games have become increasing- 
ly popular in the past lew years despite criticisms of 
their lack of payability and level of interactively. 
Bluth's Dragon's Lair, Space Ace, Dragon's Lair: 
Escape from Singe's Castle and AH Dogs Go To 
Heaven games titles have been produced on a wide 
variety of machines including Spectrum, C64. CPC, 
ST, Amiga, PC, Nintendo, Sega, Macintosh and Apple 
llgs. The firm is also developing titles for Ninten- 
do Gameboy. Fujitsu FM Towns and NEC 
PC Engine CD-ROM machines, and the 
Philips/Sony CD-I system. Ketchum 
predicts, "I see the entertainment 
computer and dedicated game sys- 
tem software market moving 
towards a marriage of technical 
and animation skills where char- 
acters will take on more lifelike 
movements and products will 
become more dynamic". 

SBIM has plans to in- 
crease its m-house co- 
mmitment to com- 
puter and con- 
sole games 
develop- 




Spacc Ace was Bluth's second interactive laserdisc coin op cartoon 



"/ think my favourite 
film is Frank Capra's 
It's A Wonderful Life, 

It moves me. I watch. 
I cry. And I think, I'm 
glad to be alive." 



Don Blulti 



A cute character from The Land 
Before Time animated feature film 





ment instead of solely relying on companies like 
fleadysoft. "We're setting up a facility over here which 
will be able to tap into character design, back- 
grounds, computer graphics, etc," discloses 
Ketchum. SBIM's first totally m-house game is likely to 
be based around Bluth's 1991 animated feature film 
release, which has just started production at the 
Dublin Studios. 

In the meantime, new games in development 
include Dragon's Lai': The Legend. Dragon's ta>r II: 
Time Warp, Space Ace II: Bori's Revenge and The 
Sea Beast. Hopefully these games will have improved 
payability - Ketchum believes they will, "The Sea 
Beast is going to be a combination of everything - 
great animation, great technical resources. Dragon's 
La\r and Space Ace were bofh products created for 
the laserdisc market - way ahead of their time when 
they were first created. Their payability was not what 
it could be, given todays market. With The Sea 
Beast we'll work around that, there will be full interac- 
tivity with the character that you are controlling. The 
game was actually supposed to be the 4th arcade 
game but because the laserdisc market fell out it was 
never developed. There's also a couple more game 
concepts, and even though they were created in the 
early 80's, I think they're excellent and refreshing, 
They're still along the lines of Dragon's Lair - the 
same character style. Their release is about six 
months away*. 

CONNECTING THE DOTS 

Bluth is also at the forefront of computer technology 
when creating his classical animation movies. Jan 
Carlee, Director of the computer department at Sulli- 
van Bluth Studios, describes why they use comput- 
ers: "We build three dimensional computer props. It's 




Patrick Ketchum. President of Sullivan Bluth Interactive Media 
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START AT THE TOP 




Our hero is looking: smug as a Space Ace 



easy (o build the object in the computer and manipu- 
late it - objects that have a lot ot detail on them, or 
would be a problem redrawing trom certain aspects of 
perspective. In the Rock-A-Doddle movie we have a 
senes o( objects like cars, helicopters, motorcycles, 
toy trunks, otl cans, living room lumiture and a tarm. 
We build these props and animate them with basic 
geometry. It's points in space - this is an expensive but 
elaborate version of connect-the-dots." 

'The computer props are then plotted out on 
paper, this seems an incredibly low-tech method, but it 
actually works out very well because stylistically its 
painted like the rest of the film. Plus once it's on paper 
it's m a universal language around the studio - 397 
people can now deal with what you're doing - it's not 
some weird format, it's very accessible. Animators can 
sit down and draw on top of the paper. If you want to 
redress something or make it look organic you can just 
add that on by hand, you can take things out. the 
effects animators can add smoke dust and dirt, and it 
all looks the same - hopefully." 

"With the computer you're able to work through a 
lot of variations and ideas very quickly." 

"We run two software packages - Wave Front and 
Soft Image - on Silicon Graphics workstations. We 
have an tn-house technical director to write modified 
tions to our ofl-the shelf software packages to get the 
software to do exactly what we want instead of kinda 
close." 

"Rendering m computer graphics is a fairly expen- 
sive proposition, and rendering for a motion screen is 
a whole giant can of worms. If you blow up standard 
computer graphics to 40 by 60 feet they don't look 
that hot. You've got to get at least 2000 pixels across 
for it to look real good. The Last Slaughter by Digital 
Productions was doing 4000 and actually I thought 
that was overkill. The computer graphics looked sharp- 




The All Dogs Co to Heaven computer game is aimed more 
towards the younger gamester: lots of simple games 
incorporating a fair degree of educutional elements 



Don Bluth led Disney with one simple ambition - to produce the kind of quality animation not 
seen since the 30 s and 40's. "Making a classical animated film is a very complex process, it 
isn t at ell what you might go through .f you were creating a Saturday morning cartoon. I think of 
it as an art form where the hey to the whole process is quality " But what actually is classical ani- 
mation? "Anything classical is something that can stand the test of lime, and something that will 
appeal to the most people And so. in a classical animation film, we try to make something that 
will thrill and appeal every time you see it." asserts Bluth. 

How do you create dasstcal animation? *li all starts with a blank sheet ol paper. Animation 
is created by protecting 24 still images onto the screen per second. For the average length ani- 
mated feature there must be over 1 00000 of those images. Each Individual frame is painted on 
clear plastic eels'." 

- A storyboard is created, comprising elaborate sketches detailing the plot Layout artists 
research the geography and architecture at the story setting, to create the pencil ragged world 
from which the background painleis will paint the full colour setting The characters are drawn by 
animators who understand the physics and timing ol how characters and objects move in ihe 
real work) The animator is the true actor ol the dim and must have a Hair lor cancature and 
drama. The ellects animators creato all the environmental phenomena which bring (he artificial 
world ative Special effects is big area ol classical animation, everything that moves but isn t a 
character is termed a special effect - sparks, smoke, shadows. Bfeakdown and m-befwoen 
artists embellish the animation Clean-up artists check the work. We now over 300 employees 
representing around 10 countnes The notion is to bnng the best artists Irom around the world 
under one roof." 

Bluth enthuses, "Every one of our artists touches each film with their own talent, it gives the 
film us romance, its glow, its excitement. So when it all comes together on one piece ol celluloid 
it appoars as il one artist has painted il." 

With over 300 people in 20-odd departments, creating classical animation can prove to be a 
very difficult process "Each department «s dependent on the other to keep providing work • we 
have an administrative hoan to make sure there are no bottlenecks. We put a huge amount ol 
effort into the first stage the script We have one simple philosophy - you can only be as strong 
as your story You then record voices and begin to design characters and get some visual ideas. 
You storyboard the Mm Irom start to finish just like a comic book. The excellence of the story- 
board will determine the entire film - you then copy that of! to all the departments and from there 
on it is simply a matter of everyone producing and developing on the original idea. There's a lot 
of room lor individual creativity within |h e storyboard framework. Each person giving their own 
input to Ihe film." 

Business brain Sullivan sums up the advantages ol classical animation in his sales pitch. 
"We are the creators the world s greatest animation today They cost no more than live action 
films to produce, but their Me is unlimited when compared to their live action counterparts. Quali- 
ty animation has the ability to continue reaping profits virtually forever - with repeated success 
with every now generation. With the creation ol our own live action pictures and our own distri- 
bution arm, we're finally in a position to call our own shots." 



er than the live action and that looked a little weird. I 
Hunk they should have computed at a lot lower res. 
But films like Tron were done at 1600 across and they 
needed to go up. Somewhere between 1600 and 
4000 is a good looking image. Palette is another con- 
sideration lor a motion picture screen. Some of the 
software systems are only geared to compute 256 
grey levels because that's what you drag around in 
television. For motion picture screens you have to be 
prepared to calculate a whole lot more grey levels 
than that. One place I worked at we had a palette of 
64 billion colours - we were dragging around 8 billion 
grey levels, That was far beyond the grey range of 
film itself! 

Carlee has worked on the movies Tron. Weird 
Science, Goomes and Predator. "The Abyss by Indus- 
trial Light & Magic is by far the best use of computer 
graphics to date. It's the best example of how to inte- 
grate computer graphics with a live action film. ILM 
are the new kids on the block." But doesn't Carlee feel 
out of touch in Dublin? "We're doing something else, 
we're doing cartoons. Computer graphics require a 
large investment in hardware, only two ma|or studios 
have full-time computer graphics departments - us 
and Disney. Computer graphics in cartoons have to 
find their niche - what they can do really well, not just a 
situation of replacing something that's already being 
done. Not only do they have to do it better, they have 
to do it faster and cheaper too. Animation is such a 
labour intensive process that computers can really 
help out. Now that we have this tool, we can do things 
that we couldn't do before. Computer graphics are 
broadening horizons." 




This fair princess from Dragon's 
hair was modeled on one sexy 
girlie. Give up? MLss Marilyn Monroe 
of coursef 



"Children need the 
assurance that things 

will he OK. At the 
same time a judicious 
scare is a great release 
of anxiety. You hare 
to wait for that before 
you allow Good to 
triumph." 

Oon Btuth 
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THE TIC-TACTILE GAME 

Ifs simple in concept and easy 
to play. Catch the coloured 
tiles with the paddle and flip 
them into the bins to make 
same coloured stacks, 
diagonals and rows of three. 
Sounds easy? It is! The hard 
part is pulling yourself away 
I from the game. 



THIS IS THE 90's 

H THIS IS 





■ The latest craze 
from California! 

I 99 waves of sheer h 

■ The fastest selling 
coin-op ever! 

■ Addictive and challenging 

■ Make multiple klaxes for 
massive points! 

■ Challenge your friends in 
head-to-head action. 
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Available on: Atari ST, Amiga, IBM PC 3.5 & 5.25", 
Commodore 64 (cassette, disk) Amstrad (cassette, disk) Spectrum +3, Spectrum 48/1 28 

Programmed by* Tsqua Software development* Lid. Atari 5T 5<reenshots 

Published by cXnork Ltd. Ferry House, 51-57 Locy Road. London SW15 1PR Tel: 01-780 »224 
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Worlds 



Rik Haynes clicks 
his way through this 
extraordinary' Macintosh 
CD-ROM product from 
Broderbund 
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1V« AH Live Downstream 

'From the karst (limestone] watersheds of Eureka 
Springs comes the most radical support for waterless toi- 
lets. Plagued by underground pollution. The Water Cm- 
ire has produced the only in print book surra/tag dry toi- 
lets from commercial varieties to home grown; from 
IncolenLt rn moulder (cold, slow compost) varieties. I 
would like more about dry toitet headaches: flies, shock 
loading, maintenance, installation, quality of final com- 
post. Downstream also surveys greywater systems and 
community water politics, knowing full well that water 
connects and our feces are but fine fertilizers for future 
food.' 

Peter Warshall 



Headaches: The Drugless Way to Lasting Relief! 
The bookstore I used to work in sold out of its three 
copies of this book in as many days. f\'ery good for an 
independent). Obviously the book succeeds infilling a 
niche. I myself tried the trapexuis muscle massage when 
suffering from one of my frequent headaches and was 
blissfully relieved. Some of the theory in this book is 
hokey: nonetheless the relief techniques described 
(including scaple massage with a brush, facial callis- 
thenics,' and acupressure) more than make up for 
Headaches' shortcomings,' 
Candida Kutz 




'maha The Cat Dancer 
~Funny animal comics for adults. The stories of Omaha 
and her friends daytaitay healthy hippie lives. Entertain 
ing and frequently erotic" 

lefthander's Catalog 

'A modest selection here of household gadgets and tools 
designed for southpaw*, including a few for the amhidex 

trous. Ever try to use righthanded scissors with your left 

hand?" 

Kevin Kelly 



First published in 1 968. Oie Whole 
Earth Catalog continues to provide 
^^^m constantly evolving access to tools and 
ideas. A winner ol Ihe National Book 
Award, the Whole Earth Catalog has 
sold over 2.5 million copies through 
the years. Like earlier paper-andink editions, the electron- 
ic version ol Whole Earth Catalog is packed wilh fascinat- 
ing entries on a vast array of subjects: education, house 
design, sea kayaking, digital electronics and more, reflect- 
ing a broad range of human interests. It's an endlessly 
useful encyclopaedia ot excellence - informative, enter- 
taining, and enticing." 

The Whole Earth Catalogon CD-ROM is a hyper-driv- 
en review guide fo Earth. The Ongin of the Species and 
Evolution Through Ihe Ages This translates into 200Mb ol 
text, graphics and sound comprising approximately 9500 
HyperCard cards, covenng 2500 Items reviewed, including 
4000 pictures. 2000 text excerpts and 500 sounds. 

"Thanks to HyperCard, you can move quickly and eas- 
ily from subject to subject " Getting around is simple, just 
point to anything on-screen mat interests you and you're 
reading, watching or listening all about it in a matter of sec- 
onds. The contents are divided Into Whole Systems, Com- 
munity. Place, Household, Craft, Livelihood. Health, 
Nomadics. Communications. Media, Learning, Music and 
Index 

Browsing through the Catalog is an interactive adven- 
ture, guided by your imagination. Wherever you go. you 
discover unexpected connections and marvellous sources 
of information you never knew existed." 

READY FOR LIFT OFF 

Veteran gamesters may remember the producer of this 
remarkable Macintosh protect. Broderbund has been 
involved In the games, education and business areas of 
computing since the start of the micro. It developed such 
classics as Lode Runner and Choplitter. and now even 
manufactures a cyberpunk joystick for the Nintendo NES 
console. 

The Electronic Whole Earth Catalog. Access to Tools 
ana Ideas - CD-ROM version is only available for the Mac- 
intosh and costs $149.95 m the States. For further inlorma- 
lion contact: Broderbund Software. Inc., 17 Paul Drive. 
San Rafael, California 94903-2101, USA. 
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Edible Garden Weeds of Canada 

bo^^onw^r duT* iST?" . Qnd J*' i ' , ' e Wi,d *** and NuU of Canada are the most elegant and informative 
books on^ld edibles. Edible Nauvc Plants of the Rocky Mountains Is the best on the Rockies and some more southern 
spec.es. has a cozy appendix edibles are clustered by old fields, waste grounds, swamps, thickets, still 

™2 a "l"i kC 2?"^ h " ikul by 5ea *° n Unification remains difficult. Hafts digs the deepest into speciality for 
IriMiMi r ° 9 ' v ' ,ndian **** medicinal uses, harvesting, drying, and preparing of roots, tubers, corms, 

Peter Warshall 
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COMPTON'S 
COMING SOON... 
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/body's Guide to Small Claims Courf 
"This is a supera book. ./lawless! No small business 
should br without it. If you like to sue other people and 
bu»mr*»t». (ben you'll also jlnd it helpful.' 
Michael Philip* 
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As we were going lo press, a 
demo disk of Campion's Multi- 
Media Encyclopaedia landed into 
our PC disk drive. We hope 10 
cover the finished version in a 
fulure issue of ACE.,. 



Amy ' 



Vanderbilt Complete Book of Etiquette 
-I used to think that to have manners, was to be mannered; that etiquette was qffection. Now I see that discipline of 
any tort is a lot more comfortable rhan its absence, and thai is quite as true of consideration for others as it is of 
dally exercise or meditation. All you have to do is follow a few hundred simple suggestions. The essence of them is 
consideration for others, whether that is made manifest as tact, promptness in (banking people, being organised 
enough not to confound everybody else, or making a proper introduction." 
Stephanie Mills 
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R ncon -Vitoua insect a ries 

"Mail order bugs that eat bugs. They're called beneficial 
insects, and ladybugs are best knoum. Also for sale here 
are bugs to control aphid*, greenhouse whlteflles, and 
even a parasite to attack common flic* that breed in live- 
stock manure. RinconVitova is the oldest and largest 
commercial insectary In the world.' 
Richard Nilsen 
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Tattoo: Pigments of Imagination 

Tattoo* landing up backs, turisfing around legs and 
arms, or curling up in some small curve of skin: dragons, 
eaglet, cats, exaticallu dressed humans, and lots of other 
tattoo motifs uirithe off the pages in Chris V/robleuisfci s 
book of dramatic colour photographs. American and 
English tattoo art is featured, mainly examples of more 
outrageous, abstract design of the 70s and AO's. Wot too 
many anchors and 7 love mom' tattoos, in other words. 
This is afun visual introduction to the mulficulture sym- 
bols of modern tattoo art and the various characters who 
choose to wear them." 
Jeanne Carstensen 



How To Make Your Own Coffin 

"Simple, easytofoltow instructions on making your ou-n pine coffin. Help* your loved ones beat the high cost of 
dying." 

Mark Faigenbuum 





Special thanks to 
Hitachi New Media 
(01 848 8787) 
for supplying the 
Macintosh CD-ROM. 
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OPERATION WOLF 

£29.99 "The Best Light Phaser 
Game In Years" 

(69% CSVG COMPLETE GUIDE 
TO CONSOLES} 




CHASE H.Q. "An Excellent Conversion" 

£29 99 < B3% C&VG COMPLETE GUIDE 

TO CONSOLES) / . 





GOLDEN AXE 

£29.99 




WORLD GAMES 
£24.99 



2-4 VERNON YARD, PORTOBELLO ROAD, LONDON W11 

Man — Mmi m mn^ "No 





ASSAULT CITY 
£29.99 






CD-/MPRESARIOS 




hy should Philips, the second 
largest consumer electronics com- 
pany in the world, be interested m 
inter acbve entertainment? Easy, 
because Philips believes Compact 
Disc Interactive (CD-I) is going to be 
'the' entertainment medium ot the 
90's. And with Philips and Japanese 
partner Sony behind it, who can 
doubt the potential ot CD-I? 

From its humble origins - Gerard Philips founded 
the lirm m 1891 with just 75000 gilders to manufac- 
ture incandescent lamps - Philips today employs over 
300000 people in more than 60 countries. The com- 
pany is the largest colour television manufacturer, the 
inventor of the compact disc and audio cassette, a 
pioneer in video cassette recorder technology, and 
leader m development of technologies m High Defini- 
tion Television (HDTV) and Compact Disc Interactive 
(CD-I). From its headquarters at Eindhoven in the 
Netherlands, Philips Consumer Electronics Division has 
60000 employees, with manufacturing locations in Bel- 
gium, France, Italy, Austria. Germany, United States. 
Japan. Singapore, Taiwan, Hong Kong. Malaysia and 
Brazil. This division's first products were battery-oper- 
ated radio receivers back in 1927. Now Philips has set 
its sights on interactive entertainment. 



NEW CONCEPTS 

"The publishing world had its last breakthrough in 1456 
when Gutenburg printed his bibles. But it's preparing 
itself for a new and important development: electronic 
publishing," proclaims Gaston Bastiaens, Director of 
Philips Interactive Media Systems (IMS). 

"Compact Disc Audio was successful because it 
was a world standard for hardware and software, 
added useful features to existing living room equip- 
ment, and had a large and interesting catalogue of 
titles. CD-I is a standard multimedia format consisting 
of high-quality audio (for music, narration and sound 
effects), various levels of still video, graphics, anima- 
tion, text, data and full motion screen video, all com- 
bined in a digital interleaved way in order to get the 
required flexibility." 

"CD-i is a new way of interacting with a television 
set in the living room, to allow interactive entertain- 
ment. For the consumer market, the television set is 
central. Access to the system must be easy and user- 
friendly." 

Philips and Sony aren't the only companies to 
reach these consumer conclusions, most major 
Japanese consumer electronics manufacturers are 
developing CD-I players including Panasonic, Technics, 
Sharp. Yamaha, Sanyo and Fujitsu Ten. 



Philips, the Dutch 
electronics giant 
is shaping the future 
of interactive 
entertainment. 
Rik Haynes finds 
out how... 



Philips and Renault have jointly 
developed Jour CD-I dixit for uae 
In Renault's service training pro- 
gramme* 
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NEW CHALLENGES 

"CD-I combines m a digital form: audio, video, text, 
graphics, and computer data on a single 12cm optical 
disc. The technical specifications provide for several 
video levels up to high resolution and several audio lev- 
els up to CD-Audio. All these forms of information can 
be used interactively and simultaneously." 

Although audio, visual and textual media are easy 
enough to handle separately, when put together with 
interactivity added, development can prove to be diffi- 
cult and costly task. Fortunately, these aren't insur- 
mountable problems. "CD-I is a marriage of different 
industries, such as the conventional audio-visual indus- 
try and real time programming industry that is best 
exemplified by video games and home computer soft- 
ware." 

It would be unwise for Philips to sit back back and 
wait for people to develop CD-I software, therefore it 
has set up American Interactive Media (AIM) in the 
States (see ACE 32 for more details) to produce titles 
and there are active development projects in the UK, 
France. Germany and Italy. In fact, Philips IMS in the 

WHAT'S THE CATCH? 

Though CD-I will maKe an entertaining and exciting 
addition to the range ol Advanced Computer Entertain- 
ment out there in consumer land, its success is by no 
means assured - despite the backing of prestigious 
companies like Philips and Sony. For instance, do you 
remember the G-7000 video games system - Philips 
answer to the popular Atari VCS console ot the early 
80 s? Or what about MSX, the Japanese world 'stan- 
dard' for micro computers? Both these products 
Hopped on the world market, both were supported by 
Philips. After all, nobody is completely intalllbte. Could 
CD-I slide down the same slippery slope to obscurity? 
Of course, only time - and the consumer - will answer 
this, but for our part we hope CD-I succeeds. You can 
be assured ACE will be the first to inform you of all 
future CD-I developments... 



"CD-I will be 'the 
medium ' for entertain- 
ment, education and 
information in 
the 90W 

Gaston Bostlaens. 
Director ol Philips IMS 



The Philips Headquarters 
in Eindhoven 





BE A PART OF IT 

"Based on the acclaimed book by Nancy Sinatra, AIM 
is producing a multi-media biography of Frank Sinatra 
on CD-I with a personal look at the man, his family, 
and his film, radio and recording careers. Nancy Sina- 
tra provides insights on her famous father, along with 
never- before-seen photographs from the Sinatra fami- 
ly's personal collection. Frank Sinatra: My Father 
includes a special section called 'Frankly Speaking' 
where you interact with Of' Blue Eyes, getting answers 
to specific questions. Full fidelity compact disc sound 
enhances Sinatra recordings, along with the narration 
of personal history and Sinatra facts. A complete 
discography (all Sinatra albums released) and all his 
film roles, radio and television performances are list- 
ed. The title even tests the Sinatra fan by including a 
trivia section." 



UK has just set up a CD-I studio in Surrey with over 70 
personnel. Julie Davies, Marketing Services Manager 
at IMS. explains, "We've learnt the only way to shift 
hardware is to provide the software. When we launch 
into the consumer market we're going to ensure there 
are enough titles available. We will produce titles in 
our own studio - with full audio and video producbon 
facilities, technical staff, etc - able to put a whole title 
together right up to mastering stage. We will commis- 
sion titles through joint ventures. We'll train the cre- 
ative production community to learn how to design 
CD-I titles". Philips expects to sell 500 CD-I Authoring 
systems - ranging from approximately £4000 for a 
slarter-kit to £400000 for a large scale studio - in the 
next three years to electronic companies, publishers, 
software houses and video production firms. 

Philips is also fully conlident of its US develop- 
ment commitment. "AIM - a Philips-Polygram daughter 
company - is a pioneer in interactive mulbmedia, cre- 
ating a large variety of exibng titles covering games, 
music entertainment, children's programs, sports, 
self-enhancement and reference Mies," confirms Basti- 
aens. 

AIM currently has 25 titles in production. Nested 
between such 'interesting' titles as Gardening and 
Stamps, comes Sexual Universe and IVorfd of Gam- 
bling. "Sexual Sphere, hosted by Dr. Joyce Brothers 
and produced by Vortex Interactive, is a sensitive 
exploration of human sexuality. Its soft mood and "new 
age" imagery are interwoven with digital photographs 



CD-I FOR YOURSELF 

If visit the ACE Living Room of the Future at the CES 
Show in September, you will see CD-t in action. 
Philips is generously supplying a CD-I system, and 
there will be demonstrations ol the software on-stand. 
CES is being held at London's Earls Court exhibition 
centre from I3th-16th September. 
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arxj hi-h sound. While Caesar's World of Gambling 
brings the casinos of Nevada into the living room 
minus the risk ol playing roulette, blackjack, craps and 
slot machines in reaHife." 

Publishers like Rand McNally & Company, Time 
Life Books. Children's Television Workshop {Sesame 
Street), ABC, Parker Brothers. Kinder Care. The Sport- 
ing News. Hanna-Barbera and Bntannica Software are 
all involved in CD-I projects. The first product releases 
will include: Sesame Sfreef Numbers, Sesame Street 
letters, Children's Bible Stories. Colouring Book, 
Rand McNally US Atlas, Sargon Chess, T/me-Life Pho- 
tography, Grolier Encyclopaedia, Titan. Treasures of 
the Smithsonian, Uninvited, Dark Castle and Deja Vu. 

CD-I will also cater for armchair goffers, "A produc- 
tion ol Ultimate Athlete in association with ABC Wide 
World of Sports, Golf simulates live action play on the 
18 most challenging holes from the finest courses in 
Palm Spnngs. You can select the hole and club and 
determine the direction, speed and angle of swing and 
impact. Weather conditions randomly change from 
hole to hole. You immediately see the results - or con- 
sequences - of your swing with realistic graphics sim- 
ulating rolling topography. A top ABC golf commenta- 
tor narrates play, and a wiseguy caddy adds his two- 
cents worth." 

NEW FRONTIERS 

"Most important inventions were originally meant to do 
something completely different from what they finally 
did do in the hands of others. Edison thought of his 



ENTERTAIN AND EDUCATE 





A Music Juke Box 

"CD-I brings a new dimension to both classical and oldie lunes from the 50 s and 60's with 
Music Juke Bo*, a companion series to Kaleidoscope developed by Interactive Production Asso- 
ciates. Like a Baroque juke box married to full-fidelity sound and striking visual images, familiar 
classical melodies by such masters as Beethoven, Bach, Vivaldi and Rimsky-Kotsakov. Or you 
coukJ learn about such 'popular' artisls as Roy Orblson, The Platters and The Diamonds - their 
careers and how their melodies rated in the charts." 

<4 Tell Me Why 

"What's a barometer? With this CD-I conversion ol the 
famous children's book senes, kids not only team 
what one is and how It works, but Ihey can see and 
understand the relationship between barometric pres- 
sure and weather. The first two CD-I Tell Me Why 
titles, developed by Interactive Production Associates, 
encourage children to explore live broad topics of 
childlike curiosity: Our World, How Things Began. The 
Human Body, How Things Are Made and How They 
Work, plus Creatures." 




audio recording invention mainly as a legal tool for col- 
lecting wills from dying people, Bell regarded his 'tele- 
phone' as some kind of alarm system. CD-I has turned 
out to be a powerful tool for education. The division 
between education and entertainment could fade." 

CD-I isn't restricted to entertainment or education 
either, "it offers many opportunities in various busi- 
ness environments including travel and tourism, real 
estate and the military - with a multitude of applica- 
tions: training, point of sales, point of information and 
reference publishing. Peugeot will introduce their 605 
top model car as a CLW point of sales application. 
Japan's Ministry of Trade and Industry (MITI) has decid- 
ed CD-I will be the points of information carrier at the 
Flower and Green Exposition show in Japan", 

Philips is already thinking about second generation 
CD-I systems and a possible link-up with hi-def TV, "the 
digital encoding techniques give CD-I the ability to pre- 



A Tlme-Ute Photography 

"Published by Compact Publishing, this CD-I title 
guides the novice photography buff to the expert pho- 
tojournalist through the world of photography Divided into two major sections - Cameras and 
Photo Essays - Time-Life Photography Is an interactive narrative which focuses on the history of 
photojournalism and the actual operation ol photographic equipment." 



"We aim to make CD-I 
the next successful 
consumer electronics 
product. 93 

Julie Davies. IMS Marketing Servicas 
Manager 



pare itself for further developments in high resolution 
and high definition video". 

The future looks bright for the foresighted 100 
year-old Dutch corporation and its new electro toy. 
CD-I is set for a US release by the middle of next year, 
with a European launch due for Christmas '91. Philips 
reckons that by the time of the consumer launch there 
will be approximately 100 titles available, each priced 
m the region of £20-£30. The players will initially cost 
upwards of £600 - but these prices will tumble if vol- 
ume sales are encountered. "Soon, television will have 
a mind of its own... yours." 
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FRED : originality 
to perfection ! 



UBI SOFT 

1. voie Felix Eboue 

94021 CRETEIl CEDEX 



Chopper 
CI 









p' 




There's never been a shortage of heli- 
copter sims, but - as our review on page 
60 in this issue makes clear - Electronic 
Arts have come up with a winner in LHX 
Attack Chopper. It's undoubtedly the 
best chopper sim around at the moment 
- even taking the honours from classics 
like Gunsnip. 
LHX starts by giving you a 
choice of three territories for you to fly 
over - Lybya. Vietnam, or East Germany. You also 
get a choice of mission (full details in the review on 
page 601. 

Best of all, you get four different helicopters to 
kick ass in. Combine that with a really powerful multi- 



ENTRY PANEL 



Here's how to enter: 

1 . Check out the three questions below. 

2 When you think you know thB answers, jot thern 
down on a postcard. 

3. Add your name and address. Please include a tele- 
phone number it possible as this helps us to notify 
prizewinners more efficiently. 

4. ft will also help us if you include answers to the fol- 
lowing questions, but these are NOT part ol the com- 
petition and are not required to qualify you for a pnze: 

a) Name two other magazines you buy regularly. 

b) How old are you? 

c) Which computer do you own? 

d) Do you buy ACE regularly, occasionally, or is this 
the first copy you have bought? 

4. Post the card to ACE Chopper Competition, Priory 
Court. 30-32 Farringoon Lane, London, EC1R 3AU. 
Closing date for entries is 7ih June 1990. 

5. Please note that employees ol EMAP Images. Elec- 
tronic Arts, or anyone involved in ihe production, sale 
and distribution of their products ate not eligible for 
entry. 



THE QUESTIONS 



A. What's the name of Electronic Arts' latest helicopter 
simulation' 7 

B. Which helicopter training company will be storming 
the skies with the winner? 

C. Name one other game from Electronic Arts, 
released in ihe last year. 




pie views facility and you can not only launch the mis- 
siles but even crouch down behind the target and 
watch them homing in. And once you start to make 
progress, you can keep a record of your achieve- 
ments on disk 

LHX is a winner - so make sure you stand a 
chance of hemg one too. Check out the competition 
details elsewhere on this page and get your entry in 
pronto! 





Here's the low-down on this high-flying ofler. 

The winner will receive a special voucher from 
Dollar Helicopters that will be valid until the end of 
October 1990. Worth £200, l| allows you to claim a 
tree one hour lesson with Dollar at Coventry Airport. 
They'll take you soaring over the county al high speod 
and give you a real taste of what it means to put a 
chopper through its paces. 

In addition, you'll get your photo in the magazine 
and receive undying fame as the first ACE Chopper 
Champ. So keep your fingers crossed (and your safety 
bell fastened). 



Dollar 




ELECTRONIC 
ARTS are offering 
you the chance to 
grab a £200 heli- 
copter lesson - 
absolutely free. 
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THIS DISK WILL 
GIVE YOU 
HOURS OF 
FUN 



THIS DISK 
COULD GIVE 
YOU 6 MONTHS 
IN PRISON 



If you Pirate Software you are 
a thief. Thieves wi 
be prosecuted. 



THIS CAMPAIGN IS ORGANISED BY 



PA 



EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 



Any information on piracy 

should be passed to 

The Federation Against Software Theft. 

Telephone 01-240 6756 




PIRACY 
IS THEFT 



ALL NEW PIC CURVE POWER 

The PIC - Predicted Interest Curve - Is the most sophisticated reviewing 
tool around. And now It's entered the 90's... 

f We on ACE know you donl |ust play a game - you eipenence H Trie newly upgraded Predtfeded Interest 
•Curve « (tie onty review system mat taKes this all important factor into account 

The SIC Curve nas been redesigned to immediately give you I he into you need at ( usl a glance To 
b«* up <w islam appraisal there is an expanded, m -depth comment at each stage ol the game's piayltfa, 
i curve ndiviOW mlo six sections. Indicating the player's adrenalin lovitt arte* one minute, one hour, one 
Cay, one week, one rnonlh. and one year. Bui Ihis tells you an awful lot than |ust what your interest level wal 
|Ha> any given time (although that's obvously important in itself}... 

ei ami: - - : ■■ ■ .1 ■ i th.; game must ooh lantasl : and pal pou a) nclad 

from Jie wotJgo. Thai means it's probably a good gome to show of to the neighbours - after ail, they prob- 
' arent going to pay attention tor much more than a minute, after which they'll go back to drinking cole* 
I making rude remarks about those awful hostile games the boys play these days 
The minuM, hour, and day ratings can tell 
you a *ol about a game too If there's a dip 
here, followed by a rise, you've got a game thai 
may lake a of c' getting into - not recommend- 
ed It you Ilka to get down to something quick 
and easy Arujrnawoly. Ihe graphics may put 
on o* tor a while until the gamoptay starts to 
gnp Cheo out me PlC comment for more . I 

Bill 

Finally, you've got the month and year rat- 
ines The Mite* a game hoMs up here the more 
.deserving It is of your hard earned cash 

PIC curve construcaon lakes a lot oi play- 
ing on the pari of ACE reviewers PIC curve 
analysts • an art in rtseff. The reward is know- 
ing just wka! you're getting when you make the 
decision |o spljy out on Mutant Macdonald 
Gettysburgers .or tttim* Vf- this month's 




ACE rated e<amf 
software technology 



We've also enlarged the PIC commen- 
tary section beneath it. This gives us 
more space to tell you exactly what it's 
like to unwrap your game, load it up, 
and play it - giving you those essential 
snippets of information and reaction 
that determine whether or not this is a 
game you have to buy. the New PIC 
Curve - going straight to the heart of 
the Games Experience. 



ot advancod l6-t»t 



US Gold's Nuclear War 
combines controversy 
with gameplay as ypu 
opportunity to 
mate 






UPDATES, 
UPDATES, READ 
ALL ABOUT 'EM! 

Latest conversions (or the PC, 
Amiga, ST, Archimedes, 
Spectrum and C64 - on 
pages 64 and 65. 



THE ACE REVIEWING SYSTEM 



is possible on even limited 
machates like the Spectrum 
and PC rl Ihe computef's 
shortcomings are cleverly 
sidestepped. 



PtC CURVES 

tins unique feattre to the 
ACE reviewing system 
charts the merest level thai 
i game stimulates over a 
pentf ot lime. The curve is 
xcomparued by a com 
merit fo eipram why it s Ihe 
shape it is. Find out more <n 
the Pic Curve Power panel 
on thrs page... 

Each review afso carries 
special Version Boxes that 
Rive you details ol the 
name s implementator* on 
a specific machine. These 
toes include ratings for... 

GRAPHICS 

All aspects ot the game's 
^raphes wrth the limitations 
ol each machine taken mto 
JCCOunt. A good looking 
Spectrum game wi there- 
lore* score higher than an 
*rerage-lookng Amiga one. 

AUDIO 

The music and sound effects 
are rated here. A hrgh rahng 



IQ FACTOR 

Yes, sometimes you have to 
use your brain. Thrs rating 
evaluates the risk ot mental 
effort - which some people 
actually enjoy... Note that 
ACE readers are generally 
reckoned to be more intelli- 
gent than other human 
betfigs. so the ratings may 
be lower than you expect. . 

FUN FACTOR 

Basically a measure ol mind- 
less addctrveness. Games 
like A/kanoul and Frying 
Shark requre virtually zero 
braai power but are sW 
remarkably addictive Most 
com ops score wefl here 
because they are designed 
lor instant satisfaction. 
Games don't have to be 
either tun or intelligent - 
they can be both. 



ACE RATING 

This ts not fust plucked out 
ol the air but is calculated 
from the area under Ihe PC 
Curve. To get a really high 
rating a game war not onfy 
have to be very addictive 
but stand the test ot hme 
as well Just because a 
game does not get over 
900 does not mean we are 
nol recommending it - Ihe 
following is a general guide 
to what the rabngs mean. 

900* A classic game, 
recommended without 
reservation. 

800-899 A superb 
game, but perhaps lacking 
Ihe long-term depth to last 
mto the month and year cat- 
egories. 

700-799 Sbll highly 
recommended, but probably 
has a couple of aspects to 
the gameplay thai take Ihe 
edge off it. 

600-699 The lair 
zone, where it lends to be 
very good if you like that 
sort of thing . 



500-599 This still has 
good things gong lor it, but 
the game clearly has some 
noticeable problems. 

400-499 Problems 
with gameplay and pro- 
gramming make this an 
inferior game. 

300-399 Nol only is 
the gameplay bad but the 
design was probably Hawed 
m the first place. 

200-299 Things are 
getting realty serious now... 

100-199 ZX81 games 
runnng on an Amiga. 

Under 100 Nothing 
has ever achieved Bus 
appalling level ol rating. If 
anything ever does, it 
wouldn't even be worth hav- 
ing rt lor free. 

VERSION BOXES 

This covers ver son-spec the 
information on graphics, 
audio, loading problems etc. 
It there s no bo* lor your 
machine but a version is 
planned, it II be covered as 
an update m a later issue. 



THE TEAM 

Laurence Scotford is 

ACE s ever busy Reviews 
Editor - Laurence has been 
playing games since he was 
a rMpper, out some of them 
we probably ought not to 
menhon. There was hot 
competition for the ACE 
Reviews Editor position Irom 
gamesters aU over the coun- 
try, but Laurence pipped 
them al at the post by 
showing that he cautd not 
onfy push a game to its 
amit, but he could push a 
pen too and tea* you all 
about <t 

Steve Cooke, one ot Ihe 

original editors ol this 
awaid-wmning magazine, ts 
known to thousands through 
his many other previous 
identities, including Zzaps? s 
White Wizard. The Pilgran 
and Old BaMy. When he's 
not borrowing money and 
popping off to tlie States' 
Steve is often found playing 
Sierra s Leisure Sort Larry 
and other narrative comput- 



er games. 

Rik Haynes was Reviews 
Editor on Britain's biggest 
seimg computer weekly and 
has been hooked on elec- 
tronic entertainment since 
spotting a Space Invaders 
mac hme n the comer ot a 
Southendon-Sea pub back 
in 78. Rtk s reviews are 
renowned for being hard-hit- 
ting and often outspoken... 
Eugene Lacey is one of 
Britain's most experienced 
games lournaksts. 




ULTIMA VI 



STATE-OF-THE-ART 
COMBAT 



Ultima V had the besl combat system of any 
RPG - and now Ultima VI gives us the besl 
combat system ever (save for a few specialist 
war-games, thai is). 

In confrontation with either single or multiple 
opponents you can choose whether to deal wilh 
them in Party or Combat mode. In Party Mode, 
the Avatar is effectively on his own - but he can 
usually dispose of weaker enemies and boost 
his experience levels in the process. 

in Combat Mode, characters behave 
according to tneir Combat Status. This new fea- 
ture enables you to program a character with a 
default battle tactic so that during combat they 
will operate under their own steam if required. 
There are sii attack modes, ranging from REAR 
(take up position al back of party) to BERSERK 
(move towards and attack strongest foe regard- 
less of circumstances). There is also a COM- 
MAND option that puts the character under your 
direct control during the fight (In the same way 
as all characters used to be tn previous Ultimas) 

The scrolling display in Attack Mode means 
you have to keep your party together for the 
most convenient assessment of the battlefield 
situation - il characters chase after foes off- 
screen, it can be difficult to tell exactly what's 
going on. 



Vftl I can say one ttlinE ,or Lord Bnll5h tAKA 

I UU Richard Garriott creator of the Ultima 
, series) - and that's that he never rests on his 
laurels. Every Ultima game to date has repre- 
sented a vast improvement over the one before 
; - but even so you'd be forgiven for thinking that 
Lord Brit would have taken a rest after Ultima V 
and simply produced another, similar sequel. 

But he hasn't. Ultima IV was before ACE's 
time but. had we reviewed it, it would probably 
have weighed in at around 850. Ultima V kicked 
fantasy RPG into a whole different ballgame - it 
got 925 in ACE and was one of the highest 
rated games of its time. Now UVf clocks 950 - 
one of the highest rated games ever and noth- 
ing less than THE current state-of-the-art fantasy 
scenario; a game that should appeal to every- 
one and set new standards for others to follow. 

CLOSING IN 

First and foremost, Ultima VI is far, far easier to 
control than its predecessors and much more 
accessible to gamesters wiio may be unused to 
RPG/fantasy style games. Playing Ultima is now 
as simple as the gameplay is complex - a 
tremendous improvement. This is due to several 
fundamental design changes. 

The first, most obvious change over previ- 
ous Ultima games {if you're a newcomer to Ulti- 
ma, then check out the boxes on these pages) 
is that UW does away with the old large-scale 
map display over which you moved your charac- 
ter icon. Instead, you now see the area you're in 





09-0161 Hirxd:C 

l2|©ULLl£f3§2 



Refoor r\: 

>l_ook-TKou dos 
see a scrol 1 . 
weigKs 0 . 1 
stones . 

Reborn- 



t 

It 




ORIGIN'S blockbusting release goes 
beyond Ultima V, and gets one of the 

highest ACE ratings to date for its 
combination of exploration, combat, 
and puzzle solving...We playtest it to 
destruction - our destruction, that is! 




Seven disks and you I need a hard disk system 
w*h around 4 megs tree to get the best out of 
Bus beast. Five sound boards are supported 
(inrJuonn Roland. Ad Lib and others) but other- 
wise sound is minimal and beepy The graphics 
on MCGA are some of the best we've wen - 
the game's still playable in CGA but UW reaty 
cries out lor a 'ully specced system. 



GRAPHICS 9 IQfACTOK 9 
AUDIO 8 FUN FACTOR 9 




j ATARI ST 


RELEASE BOX 

£TBA 


TBA 


AMIGA 


CTBA 


TBA 


IBM PC 




OUT MOW 


C64/128 


ETBA 


TBA 






infernal locations in UVJ are positively frothing with detail. Here you're poking around with your com 
pontons tn Lord British* srudy. Apparently there are almost WO0O objects in the game to examine 



What can we say? The only drawback about Ultima M 
is that one day - some day - you'll faton I and interest 
Is likely to wane dramatically after that fateful event 

But until then, you've got your work cut out. Natu- 
rally you're (wig to be foaming at the mouth ■hen 
you open the package After seeing the introductory 
sequence you ■ be taking tranquillisers - the grapttci 
are that good! And then you're into the jamr* 

Things take a frrt of a ihp at this stage, either 
became you've never played the game before and It 
takes a few minutes to get into, or ebe because you 
have and you're getting used to the new display syt • 
tern. 

Either way, after a day you're completely hooked - 
and then there's no escape. 
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WHAT'S ULTIMA ALL ABOUT? 



The Ultima games all take place in Britannia, a world ruled over by Lord British and, it seems, in perpetual 
conflict with the forces ot evil. In each Ultima flame, these lorces take different forms and you are sum- 
moned from your own world to help vanquish them. In Ultima /Vyour success earned you the title of 
Avatar. 

In Ultima VI. the Avatar is once again summoned to Britannia to defend the realm against an Inva- 
sion of Gargoyles. These devils are particularly tough in combat and 5Bem intent on overrunning the 
entire world. What can you do about II? 

What you do is form a party of adventurers Your party, with you at the head, can have up to eight 
members recruited from amongst the people you meot Three party members join you at the start of the 
game (though you can always lodge them in an inn for later it you don't like them). 

Each party member has his/her own characteristics and in Ultima VI they also have their own 
appearance on-screen. Gameplay consists of moving your party about the world, exploring every nook 
and cranny and. of course, knocking the stuffing du) of (he numerous nasties you encounter 

Your characters gain experience with each encounter and this raises their capabilities, making them 
more effective in combat, puzzle-solving (e.g. picking locks), and casting spells (soo box). You are also 
likely to amass more money, enabling you to buy more powerful weapons. 

Apart (rom experience (and gold) there is no scoring system in Ultima. The rewards come from inter- 
action with the land and the people in it. the playing lime involved is vast - ACE editor Steve Cooke spent 
ovor 100 hours on Ultima V and he doesn't expect to finish Ultima V/any quicker. And the gameplay tsn'l 
repetitive either - tt's a constant process of discovery and invention. Great stuff I 



from above, close up (rather like the old Ultima 
combat mode and similar to Origin's Sad 
Stood). You also see each member of your 
party as a separate animated figure. 

UVI is also completely mouse-driven (but 
you can use the keyboard if need be) and the 
mouse operating system is excellent. On the 
location display the pointer changes to a direc- 
tion arrow and clicking will take your party in 
that direction, with you in the lead and everyone 
tagging along behind. The mouse can also pin- 
point objects on the location display for manipu- 
lation, adding to your inventory, and so on. 

The old single-letter commands (Take, Look, 
etc) have all been given icons at the bottom of 
the display and. even better, you can select one 
as a default so that, for example, you can LOOK 
at a chest by simply clicking on it. 

RINGING THE CHANGES 

The new display also involves one very signifi- 
cant gameplay change tor Ultima addicts - 
mapping. In the old games, the large scale map 
display enabled you to see where your party 



MAGIC TOUCH 



Ultima features a comprehensive magic system 
with (in UVI) almost BO spells. When you start 
you can only cast a fraction of these, but as you 
gain experience more become available lo you. 

Unlike many RPG's. the spells in UVI are 
not simply endless repetitions of KILL, PRO- 
TECT, and HEAL. The spells genuinely are dif- 
ferent and range from X-Ray Vision and Invisi- 
bility to invoking hail storms, cloning monsters, 
and changing the direction of the wind. For the 
magically minded, there's no better game. 

All spells require reagents There are e-ghl 
of these special Ingredients, ranging from Garlic 
to Spider's Silk, and these must be collected 
whenever found. Previous Ultima's required you 
to mix tho reagents for each spell, but In UVI 
this is all done for you. You still need the ingre- 
dients, however, to cast the spells. 

Just one word of warning tor experienced 
Uftma-ers'. there's no An No* (cure poison) spell 
In UVI That means you have lo rely on potions, 
though Lord British will cure you of all ills if you 
visit him in the Castle. Steer dear of the marsh- 
es if you don't want to end up dead quicker than 
you'd like* 
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COMMA MD 



A couple of ships and (north pier) a skiff. In UVI 
you need lo purchase a charter for boats be/are 
you can board them. Note that the water shouts 
direction of current. Inventory displays (tap right) 
contain slots Jar items readied' (i.e. worn/carried 
in the hands) an the left and an inventory icon 
table on the right showing everything owned by 
that character. You can also see the character's 
current command status bottom right of the inven- 
tory window 

was and where it was heading. Now, because 
everything is in close-up, you can only see a few 
yards in every direction. There are spells and 
other means ot expanding your field of view, but 
the limited close-up option remains the default. 
This means you have to start mapping if you are 
to find your way about quickly and easily. It also 
has the effect of making the world seem even 
larger! I hate to think how long it would take to 
explore the Britannia of UVI. but it's got to be at 
least a month's work for the occasional game- 
player. 

The new system also affects combat. In the 
old games, the combat screen was a single 
close-up location and any player or monster who 
strayed out ot that location was hors de combat 
(i.e. deemed to have escaped). In this version, 
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Roughing it with a sea serpent. These beasts are 
usually highly dangerous but this one gave in 
without a struggle. As a general rule we found 
most of the initial encounters in 1/17 easier than 
those in UV. 



however, you can switch in and out of combat 
mode in any location where circumstances 
require a concerted party effort against maraud- 
ers. Single opponents can be dealt with by the 
Avatar on his own. Because of the new location 
display system, you may stumble across sur- 
vivors of a recent combat even after the fighting 
has finished, so go get 'em! 

Finally, there's a further maior change in 
UVI gameplay, and that's the ability to split your 
party. You can now select any member and take 
hinyher off on a journey of their own while the 
others hang around and wait for you to return. 
This revolutionises some of the puzzles which 
would have been quite insoluble under the old 
system. 

So is there anything WRONG with UW?? We 
only have niggles to report, There are a couple 
of minor bugs in the version we received (which 
we are told is the final product) - we received a 
message about a giant squid once when there 
wasn't one in sight (and we were underground!) 
and the speed of movement occasionally lapsed 
when (we think) the program was busy generat- 
ing monsters in a nearby location. Otherwise, 
we have no complaints... 

It's impossible to do justice to this game in 
the limited space available to us this month. 
Stand by for a detailed player's guide next issue 
and, in the meantime, if you want a game with 
total depth of plot, gameplay, puzzling, and 
character development - this is it. 

• Steve Cooke 
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Outside, peering through a window. You can 
change the face the program displays far your 
character - pity there isn't on editor to create 
your own 



GAMEPLAY NUGGETS 



Here's a collection of UVI gameplay snippets... 

• The characters now talk amongst themselves. 

• You can choose a new face for each of your 
team members. 

• There's a Help command that whisks you 
back to the Castle - but it could cost you dear 1 
experience points. 

• You get a super-weapon right at the start, bi 
it's not inexhaustible so don't waste it. 

• Shamino looks disturbingly like Richard Gar- 
riott. 

• The secret doors are even more secret - , 
there are fewer of them. 

• Even the candles on the tables flicker I 

• You can check all weapon and obtect infor 
Hon on-screen by clicking on the item concer 
- no need tor reference cards etc. 

• You get your own room in Lord Bntish's cas- 
tle. 

• There's support for five sound boards and 
MIDI. 

• You can recruit a mouse as a parly member I 

• Characters sometimes warn your of 
approaching enemies. 

• The streets have names. 

• There's a maze of hostiles beneath Lord 
Bntish's castle - great for gaining combat ex( 
rience. 
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This one will run and run. The thine about Cin- 
ema* are products is they last long because 
you get a different game every time, and 
there's enough to Keep you going for a long 
time. So your interest is up right away in 
anticipation, and stays there for a number of 
plays, which horn the length of games is prob- 
ably a few weeks. Then it'll gradually fall off 
around the month mark. But like a favourite 
video. I predict you'll come back to it in a year 
with a nostalgic tear in your eye. 
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have to say before I begin that ft Came 
I From The Desert was one of the most atmo- 
spheric and absorbing games of the last year. 
That said I'll say what I was going to say next 
and that is that Antheads is more of the same. 
This isn't a put down. If Desert 1 was an enter- 
taining interactive computerised 50s sct-fi 'B' 
movie then Antheads is too, and just as good. 
What I'm trying to say is that it's more like a 
movie sequel than a game sequel, where the 
location is the same, the cast are similar, but 
the story is different. 

Five years after the last adventure, it's Jan- 
uary 1st 1956, and the rumours of the ants still 
linger in the small town of Lizard's Breath. This 
time, instead of the young two-fisted Professor 
of antology you played in Desert 1. you play the 
role of 'Brick' Nash, an ex-fighter pilot in the 
Korean war turned two-fisted truck driver. You 
were attacked by ants outside town and are 
being helped in your quest to find out what's 
happening by Dusty and Biff, survivors of the 
last epic. But there's more to it this time, as you 
discover when some of your best friends turn lo 
ants before your eyes. You have to find the 
Prof's notebook, and fast, if you're going to 
stop it all happening over again. 

There's a lot more to this all new game, and 
in some ways I enjoyed it more than the original 
game. The game comes on two disks, one of 
which is an new version of Reel 1, and a Master 
Disk which through a senes of prompts copies 
and converts your Reels 2 & 3 from Desert 1 
disks to Desert 2 disks. The music is the same, 
as that hasn't been overwritten, but there are 
lots of new graphics and new special effects to 
chill and delight you. The puzzles are not quite 
so obscure as the last game, but I think that's 
actually the game's weak spot. Like in order to 
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ANTHEADS 



Cinemaware don't judge a 
bug by its cover in this 
Data Disk/add-on game for 
// Came From The Desert 



find out a piece of information you |ust have to 
kill off the right amount of ant people. Illogical 
but not unentertaimng for all that. The only quib- 
ble I'd have is the reoccurrence of the stupid 
game of 'Chicken' which turns up again in this 
game. What purpose does this serve, apart 
from a bit of 50s style local colour? wouldn't 
these guys be a bit more grown up by now. and 
have gotten married and gone 
off somewhere? And besides 
that it's a subgame you can't 
win, so why bother? The knife 
fight is a bit of a naff idea, too. 
Why not a fist fight like in Rock- 
et Ranger, that's much more sat- 
isfying. But these are minor 
design flaws, and don't detract 
from your enjoyment too much. I 
am getting a bit fed up of the 
graphic style of Cinemaware 
games, though. They are all the 
same, and sometimes I just 
yearn for a different style alto- 
gether. 

But the great thing about Cin- 
emaware games is that you CAN 
poode through them, knowing 



nothing about the game objectives, and STILL 
have a rip-roaring time. Thinking about it, it 
would be nice to see, say, a Batman/Dark 
Knight, or Indiana Jones game done in this style 
of game. It would make a nice change from the 
usual half-baked arcade clones we're used to on 
licensed games. Any other kind of cinematic, TV 
or comic heroes, would benefit from this kind of 
treatment for that matter. How about Star Trek: 
The Next Generation. (Worth a thought, Cine- 
maware, if you're reading out there!) 

So Anmeads is in fact a better game than the 
original in my view, if only for the scary ant 
transformation sequence, and not just for fans 
of the original game. If anything it's an incentive 
to buy the original, just to play this version as 
well. 





Phil South 
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IVucfpar Knolls Atomic Theme Park? Oh Joy 




Oh my god! I married an ant from outer space! My girl s turned into an ant! Ml take more than Oil of 
Vlay to put that ugly mug back to normal. Try whipping off her feelers with your trusty pistol. 
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THERE WILL BE MOMENTS WHEN YOU'LL WISH 

YOU HADN'T TAKEN OFF! 

flfi Combat Pilot polls oot all the stops' The mil between action and realism is terrific' 'F-16 Combat Pilot wins hands flown' 

- game of the month. The Games Machine. - ACE rated 952 - Advanced Computer Entertainment - 5 star game - New Computet Express. 



fm primed for action as my F-16 leaves the runway. This time 
mussM is to wo)' a battalion of tanks. Suddenly, threat 
Wfrmg - interceptors closing fast' I quietly select dogfight 
mode and arm a Sidewinder. We both fire at the same lime - 
chaff and a h;gh-g turn out manoeuvres his missile, h loud 
explosion tells ne he s not so 



F16 

COMBAT PILOT 




Flying fast and low. I turn my F-16 towards my target. Time to 
swi'en on the ground radar aid arm the laser-guided Mavericks. 
I fire six missiles in quick succession. Lantim automatically 
locking on to each tank Wlh flak bursting around Tie I dive for 
cover anc bead for home. Aop'oachwg base. I contact the tower 
and request 3 taikdown for my night landing. 

MeriwMEQwWftKW iw.&pw 0276 584959 
0uC!"i3Vi54 o'^CfSScw.'lcarflfvwsr saw arff awes; 
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Digital Integration 



iectk-Ksc trwt. 



hi. Real World 5I SinuUlmr 



F-16 Combat Pilot is a milestone in C64 programming - a true achievement 
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From the people 
who brought you 
Starray ixndArchipelagos^ 
comes a brand new label. 
MILLENIUM, and 
an exciting new release — 
ACE tells you 
what its all about 




nobody makes a monkey out of shopkeeper Henry 
and gets away with it. If you want a new engine 
you had better be nlee to him. 1 



The bass ./lies pas( you on one of hi* runs, c lately followed by his tricky cronies... 



I A^ AT DAM dS you may we " remem ~ 

LUUv I llUn ber, have been responsible 
for some of the better game releases in the last 
couple of years. Who can forget great titles tike 
Starray. Quadralian, Star Goose, and Archipela- 
gos? Now the company is set to consolidate its 
already strong position in the market place with 
its new label Millenium. One of the first releas- 
es under this label is Resolution 10 1. We took a 
look at some work in progress and were very 
impressed with wiiat we saw. 

The team behind the game are Astral Soft- 
ware, also responsible for Archipelagos. Pro- 
grammers Paul Caruthers and Ian Downerd had 
wanted to create a fast 3D environment, and in 
Resolution 101 they have done just that. The 
game is set m a futuristic city created with solid 
vector graphics, and populated with a variety of 
vehicles drawn as sprites. Mixing sprites and 
vectors within a game without appreciably slow- 
ing it down is quite an achievement, and yet you 
really do get a sense of speed with the game. 

Your task is to patrol the city shooting down 
any criminal elements you come across. Your 
ultimate aim m each game is to destroy the 
boss involved m a big drugs deal. Before you 
can do this however, you have to collect enough 



evidence. Evidence is occasionally dropped by 
the boss on his drug runs, but can also be 
obtained by destroying certain henchmen. Pro- 
viding that you collect enough evidence before 
the boss makes his fourth run across the city, 
then you can attack and destroy him. 

This is quite easy on the early levels, but as 
the game progresses the criminals begin to 
work together, and the boss will often be sur- 
rounded by sharp shooting henchmen, so you 
have to tackle them first. 

There are four quadrants to the city, divided 
by waterways, and each of them has a different 
look to it. One is dominated by a huge park, 
another by a long, straight, dual carriageway, 
and so on. There is also a different boss for 
each quadrant, whose face appears on your 
console, looking either gleeful or outraged 
whenever a hit is scored by one side or the 
other. 

To help you in your task you have three 
weapon types: a machine gun, cannon, and heat 
seeking missiles, as well as numerous other 
aids like maps, direction indicators, and so on. 
As you take hits these facilities become dam- 
aged and it is necessary to visit one of the three 
shops in the city to pick up replacement parts. 




This mean looking guy is the mayor. You are 
responsible to him - better get those crooks, or 
else! 



The nice thing about Resolufior) 101 is that 
it is accessible, but still has a lot more depth 
than most easy to play games. The finished 
thing looks like getting Millenium off to a good 
start. We should be receiving finished copies in 
time for next month's issue, so look out for a full 
review then, 



Laurence Scotfoid 
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The best in entertainment software 



A compilation ot all time 
favourites including 
Test Drive, Hardball, 
Mini-Putt, Apollo 18. 
Available on: 

IBM PC £29.99 

CBM 64/128 Disk £19.99 



v compilation ol all time 
favourites including 
Test Drive, Mean 18, 
amous Courses Volumes 
I & II, Hardball. 
Available on: 

lori ST £29.99 Amiga £29.99 
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Accolade's 






Mean 18 






FAMOUS 






COURSE 






DISKS 






\olumes I&n 
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p*fe&& r I The best in entertainment software. 



llr hardball 




The best in entertainment software." 

Accolade Europe Ltd., Unit 17, The Lombard Business Cenlre, 
50 Lombard Road, London SW11 3SU. Telephone: 01-738-1391. 
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If you grl beyond Jlrst base, you gel new weapons to play with, which is a relief after the peashooter you 
start with. 




ACE takes a sneak preview at 
a US GOLD game featuring the 
revolutionary 1 rotoscape technique 



SHOOT 'EM UPS 



generally tall into a 
tew preset cate- 
gories, scrolling hither and yon, presenting you 
with seemingly endless droves ot alien gnbblies. 
This is the first real departure from the standard 
horizontal/vertical rut that's been released for 
the last little while. 

You are Rotox. a cyborg made from the dead 
body of a trooper in the marines. The game is a 
proving ground for the cyborgs to show battle 
readiness. Specially constructed landscapes in 
deep space provide a barrage of deadly robots 
and hostile lifeforms. He must clear the 10 
levels, each divided into 9 subgames. You must 
clear each subgame of creatures and enemies 
before you can proceed to the next level. If you 
survive each level you are given better fire- 
power, like scatter bombs, grenade launcher, 
jetpack and heat seeking missiles. 

The game is played using a technique 
US Gold call 'rotoscape', where your character 
stays stilt and the background rotates and 
scrolls 360 degrees around you. To move, you 
push left and right on the joystick to rotate 
until you face the direction you want to walk, 
and then push forward or backwards to 



walk along the platforms. If you fail the test 
and lose all your lives, you are sent to the 
scrap heap, and you are seen being fed into a 
metal crusher. 

The rotoscape effect can be disorientating at 
first, and then it just becomes slightly annoying. 
Soon you become used to it and will be 



Ouch.' Those nasty alien* really don't let upf 

dashing about all over the place without fear of 
falling into the void. 

Next you start wishing for a bigger gun. The 
one you start with is something of a peashooter, 
but dispatches the nasties easily enough if you 
persist in firing away at them. 

The puzzles are nice and tricky, even if 
solving them is more a case of stamina than 
intelligence, The best bit of the game is 
trying to walk along rapidly rotating bridges 
between subsections. Once you've done it a 
few times if s easy, but the first few tnes are 
a real frustratarama, 

It's hard to reconcile the concept of a 
'devastating computer assisted fighting 
machine' which fires what looks like a tiny 
celestial peashooter through space at these 
monsters, who explode with a small 'paf sound. 
Can't he have a laser gun or summink to start 
with? A big bomb? Nan. not until you've done 
your stuff on the first few waves of nasties, then 
you get some tastier stuff bolted on, 

There are some nice long animated 
sequences to introduce the game and end it, 
and these help with the game's atmosphere. You 
can't judge much about the character from the 
overhead view you get in the game, so seeing 
him from another angle makes you care whether 
or not he gets sent off for scrap at the end. 

'Rotoscope' is an interesting technique 
that has been used to good effect in this game. 
Rotox has a very unusual feel about it, and 
doesn't quite fit into any particular category. 
Look out for the ACE verdict on Rotox and 
Rotoscape in a full review in the next issue. 




Vou spin me right round, baby, right round, like a robot baby, right round round round. 
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ACTIVISION s futuristic 



simulator is out of this 



world 



WARHEAD 




FIST-OF-EARTH 



Ion !-■ 90I the approach right and can now nit 
back as your FOE-57 docks with So I base 




n * il take a while Id gel used to the controls, 
ind then a little longer to got proficient 
enough to tackle the more interesting sorties. 
At this point you will really start lo appreciate 
the game, and come back lo it time alter 
bme. Even after several months you are still 
bkety lo pick it up lor the occasional game. 



RELEASE BOX 



ATARI ST 12-1 



■ 
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rs the organisation 
set up to delend 
humankind from an unexpected threat to the 
existence of life on the planet. A race of intelli- 
gent insects has been observing us for years, 
and now, for reasons known only to themselves, 
they decide to attack. The only hope left is the 
ultimate weapon - the FOE-57 spacecraft. It is 
this craft that Warhead simulates. 

As a trainee pilot you will have to work your 
way through several test missions, under the 
auspices of the Tech crew, before you can 
engage in real action. Far from being annoying, 
this is actually essential because it gives you a 
chance to master piloting the ship in a relatively 
safe situation. 

The mouse is used to control the crafFs atti- 
tude, thrust, and retro-thrust. It actually seems 
quite sensitive until you remember that there is 
negligible friction in open space, so the slightest 
impulse is enough to cause a strong reaction. If 
you are used to flying flight simu- 
lators you will take a while to 
adjust to the new methods 
required with the FOE-57. One 
short mis-timed thrust is enough 
to send you spinning violently off- 
course while the stars ahead of 
you rotate, invoking severe dizzi- 
ness. 

There are ten autopilots which 
perform various functions, from 
simply recentring the craffs Yoke 
to automatically pursuing a select- 
ed target. It is essential to master 
the use of these autopilots 
because, unless you have a quick 
eye and even quicker hand, you 
will find it impossible to manoeu 
vre the craft with the tight degree 
of control necessary. 

There are a number of differ- 
ent computer generated displays 
that can be overlaid on your 
viewscreen to assist you. The 
most useful are the standard 
Head Up Display and the Weapons 
Head Up. There is also a Tactical 
screen for use during combat 
The unusual thing about this over- 
lay is that it also operates in con- 
junction with the Eye Particle. 

The Eye Particle allows you to 
see the scene from the viewpoint 
of any object in range. This could 
be an alien craft, an asteroid, or 
even the nose of a missile. This 
actually turns out to be more of a 
gimmick than a practical feature. When you are 
beset by alien craft you simply don't have the 
time to flip between viewpoints. 

During the missions you receive new infor- 
mation from base via a message system. An 
icon flashes on your HUD whenever a new mes- 
sage arrives for you to read. These are usually 
new instructions, although they can be quite 



droll. Make a mess of your first sortie and a 
message will come through: "OK so you are a 
beginner, but what the hell are you doing out 
there?' 

Travel across interstellar distances is 
achieved with Quad drives. This works in quite a 
nice way. An interstellar chart is used to select 
a star system, then a solar chart is called up to 
select a planetary body as a destination. You 
can zoom in on the chart to show clusters of 
moons about planets if one of these is your 
planned destination. 

Like many simulations, Warhead has tech 
spec data screens which can be called up dur- 
ing play to gen up on the equipment m use. 8ut 
there is a nice additional aspect to this. Initially 
there is no data available for the enemy craft. If, 
however, you send out a data gathering probe 
when the enemy are within range you will be 
rewarded with an additional data sheet on the 
type of craft scanned. 



The view from 

bom 



your FOE 57 as you line up for docking with Sol 




Tech specs can be called up during play - this, one i* Jor your own 
craft 



The fast solid vector graphics of Warhead 
set against colourful bit-mapped starhelds are 
immediately impressive. But the game also has 
a lot of depth, and, for this type of product, is 
extremely addictive. Definitely the best thing 
lhat Activision have released in a long while. 

• Laurence Scotfoid 
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KICK 



THE 



4 division lea9 



^0 A LOT MOnt 




ST ACT/ON: The presentation has to be the best I have ever seen in any management game. Combining the compelling 
game play of Kick Off with the strategy of team management was a stroke of pure genius. 

THE ONE: Player Manager is an exceptional football management simulation. It has astounding depth- an unmatched 
1000 individual players, the ability to radically alter formation and team tactics - just about everything you would find in 
real football. Player Manager is the most involved, rewarding and playable games of its type. 

WE ACE: The beauty of the Player Manager is that it successfully blends a challenging soccer management qame with 
the frantic end to end arcade action of Kick Off. Designers have been trying to marry arcade footy with management for 
years-almost always failing abysmally. Player Manager brings it off in style. 

NEW COMPUTER EXPRESS: The sheer depth of Player Manager is incredible. Almost every conceivable element of 
running and playing in a football team has been implemented including Kick Off. Anco has produced what has to be a 
difintive Manager game. 

COMMODORE USER: One of the most impressive options yet seen on a managerial game and the keystone to the 
addictiveness and involvement of this game is Tactics option. P.M. lets you plan all your set pieces just the way you want 
them. You will never be able to say you aren't in full control of the game. At last a management game that requires true 
management skills. Add to this most addictive arcade soccer game ever - a winner. 





ANCO SOFTWARE LTD.. UNIT 10, BDRNHAM TRADING ESTATE ROAD. 
DARTFORI). KENT Telephone No.: 0122 925IV9251S. FAX No. 0122 93422 



NUCLEAR WAR 



I HO Ihe heavy and depressing holocaust 
sens that upset so many people a couple 
of years back when they first pushed a 
contaminated snout onto the war games shelves. 
An irreverent view of world politics characterises 
the presentation - both in the manual and 
onscreen. Just as m Spitting Image the game 
takes voous side swipes at all the world 
leaders - whatever their political hue. Prime 
Minister Satcher ts "especially ruthless and 
bloodthirsty... and prone to inexplicable tits of 
extreme violence", while Mikhail Gorbachef is 
"Especially sneaky and amazingly believable". 




Prime Minister Satcher lines up a nuke for her 
arch enemy - Kookamamie. 

There are ten wicked caricatures of well 
known "Global Leaders" for you to chose to 
compete against. Once you have chosen your 
quartet of world opponents it is time to start 
preparing for war. 

A main menu screen enables you to make 
your moves (Building weapons, defences, pro- 
paganda, or nuclear war) - which switches into 
a World Theatre of conflict screen for the 
actions previously chosen to be implemented. 

The game gives you a printed message 
telling you what each leader is doing as well as 
showing you in animated icon form on the World 
Theatre screen. When the four leaders have 
made their move you are returned to the main 
menu screen. 

It is important to study the building icons 
carefully after each go as they tell you the pop- 
ulation swings of your cities. A Metropolis icon, 
for example, represents a city with a massive 
30 million population. If. after a limited attack, 
the population has been almost wiped out then 
a tent icon may replace it - representing a pop- 
ulation of one to four million. If an enemy launch- 
es a sustained attack on one of your cities it 
may be wiped out altogether and will be repre- 
sented by a crater icon. 

But nukes are not the only threat to your cit- 
izens. They may be seduced away by clever 
propaganda - and freebies offered by neigh- 
bouring states. Concerts and barbecues are 
particularly popular with the fickle inhabitants of 
this world. 



The world is destroyed 
in a tongue-in-cheek 
third world war sim, 
but USG see the 
funnv side 



If a leader loses all his cities then his face 
disappears from the mam menu screen. The 
'winner' is the player who still has some cities 
left when all his enemies have been wiped out. 
As if to stress the pointlessness of such a con- 
flict and perhaps to up the games credibility in 
the 'right on' slakes the victorious leader is seen 
jumping up and down in the charred remains of 
a nuked city. PM Satcher in sou wester and red 
boots - what a scream. 

The play system is simple - and although 
the game does involve making intelligent, 
informed decisions, actually getting started and 
making moves is a breeze. 

The aim is to build up your defences, 
increase your weapon manufacturing capacity. 



AMIGA 



RELEASE BOX 

£24 99o 



OUT NOW 



£24 99c- 



OCT08ER 




Nootner versus pianned 



Adequate graphics and sound. It comes on two 
disks but avoids swapc-fig once the game has 
loaded the Amiga has rarely seen a funnier 
sight than PM Salchet tumping uo and down on 
Ihe charred remans ol a devastated city chant- 
ing *l won, I won". V. meaningful. 



GRAPHICS 8 IQ FACTOR 8 
AUDIO 7 FUN FACTOR 7 




as 



Gameplay Is well structured and addictive. Its 
board game origins shine through. It it also 
refreshingly different from other computer 
war games - easy to play yet difficult to beat. 
Guaranteed longevity. 



stockpile weapons, and spread as much propa 
ganda as possible whilst remaining as well in as 
it is possible to be given the prevailing political 
climate with your opponents. Avoiding war until 
you are ready for it is the name of the game in 
Nuclear War. To do this you have to study the 
faces of your opponents very carefully. Their 
personalities split into five different categories 
and the expressions on their faces reflect their 
current state. 



IMlili 



Ilia: 




Your country is covered in craters - the aftermath 
of a vicious nuclear onslaught. 

This "Happy Face Diplomacy" system sets 
out quite amicably - with all leaders displaying 
an Acid house-style Smiley beside their por- 
traits. But as events develop they react in differ- 
ent ways and their Smileys will change mood. 
You have to react accordingly and try to keep 
them sweet. Some of the leaders are naturally 
aggressive - like Ronnie Raygun and PM Satch- 
er - and they will smile on you if you help them 
nuke Iheir neighbours, or better still do it for 
them. Others, such as Jimi Farmer and Ghanji 
are pacifist and not at all impressed with reck- 
less nuking. 

There are also some wild cards in the game 
that can upset the best laid plans of the clever- 
est of statesmen. Cattletech is Ihe weirdest of 
these - a system of international cow catapult- 
ing that causes serious population destabihsa- 
tion in the target counlry. Space Cadets, Flying 
Saucers and 16 ton weights that drop out of the 
skies can also give your cities the jitters. 

Should one of these disasters hit your coun- 
try then you just have to compensate for it as 
best you can by the decisions you implement on 
your next turn. And in any case flying cows are 
better than flying nukes as the bishop said to 
the blonde. 

Nuclear War will appeal to a wider audience 
than the average war game. It has shades of 
Sim City about it and is very compulsive. It is 
perhaps a little flippant and cynical about the 
subject of cities being destroyed by nuclear war 
- but then again if were all to worry ourselves 
sick about global conflict, it wouldn't be worth 
Irving anyway. Whatever your view on the contro- 
versial aspects of Nuclear War it remains an 
absorbing, challenging, and entertaining game. 

• Eugene Lacey 
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ATOMIX 

CRANDSLAM s Computer brain 
teaser based around molecular 
construction will get right under 
your skin 



Dl AY "" 5 an( * ^ 0u w '" soon ^ e faring your 
rLMI hair out. You won't be able lo believe 
ttiat such a simple little game as Aforoix can be 
so addictive. 

It is no more than a series of computerised 
|ig saw puzzles in which you have to make up 
chemical diagrammatic symbols by moving the 
various building blocks around the screen. 

The chemical building blocks are moved by 
positioning your cursor on the pieces of the 
chemical symbol and moving them in straight 
lines. By bouncing off the building blocks of the 
grids you can change their directions. When a 
chemical symbol is complete you can go on to 
the next level. 

It sounds easy but is anything but when you 
get onto the tougher levels. What really makes 
things tough is that you are racing against the 
clock to complete the puzzle. 

Tale, me development team, have embel- 
lished the whole thing with fancy graphics and 
sound effects and Albert Einstein looks on 
encouragingly from the opening sequence. The 



Although the sound effects and graphics are 
pretty enough you can! help feeling that Tale 
could have got much more out of the Arr»ga 
than this. More bens and whistles would have 
been welcome as would development ot the 
basic game play. 




GRAPHICS 6 10 FACTOR 1 
AUDIO 6 FUN FACTOR 6 ■ 





Despite tit shortcomings Atom** is (airly 
unputdownable. It is the sort of thing you can 
play and enjoy without an awful lot of effort. 
The nature of the game play should insure 
that you will come back to it from time. 



chemical symbols that you have to construct 
are all named and shown in their complete form 
in a small window to the left of the play area. If 
you ever need to memorise these for a chem- 
istry exam then Atomix could help with your revi- 
sion. It seems like slim justification for whilmg 



PHOTON STORM 



THERE afe dt)SOlljte| y no camels, llamas 
* nEFlE or other humped or hairy things in 
this game, but it still has all the hallmarks of a 
typical Minter product: lots of colour, lots of 
noise, lots of frantic gameplay. and a bit more 
colour for luck. 

You control a little ship at the centre of the 
screen which floats m an inky void. Your ultimate 
task, as far as I can ascertain, is to collect 
enough pods to allow you to exit to the next 
level. These trail behind your ship in a long 
comet like tail until you deposit them at the tri- 
angular pulsating base that your ship begins at. 

Meanwhile there is a very nasty object 
called a deathorb floating about in space some- 
where. The name of this cutie is particulate apt 
because (i) it is spherical, and (n) its very, very 
deadly. As well as this bundle of laughs there 
are a whole host of nasties of various kinds, all 
intent on giving you a bad time or doing you 
over completely if possible. 

The strangest thing about this game is the 
control method. The mouse is used to control a 
cursor which revolves around the ship. Pressing 
the left hand button fires a colourful triple laser 
in the direction of the cursor. This allows you to 
leave your ship stationary while you shower the 
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Jeff Minter's latest psychedlic 
shoot *em up is given an 
airing by ARC 

surrounding space with hot beams. Pressing the 
right button will send your craft shooting off in 
the direction of the cursor. There are also two 
more cursors which show the relative positions 
of your base and the deathorb to your ship. 

The control method takes a little getting 
used to. but after some practice you will find 
that you can execute fairly stunning 
manouevres. If you do manage to complete a 
level you are awarded with a colourful and noisy 
warp sequence into the next level. 

Minter afficianado's will love this game. The 
graphics are not exactly brilliant, and the game- 
play is a little tricky but all the usual Minter ele- 
ments are there. If you are not into frantic 
psychedelia then you will definitely want to try 
before you buy. 

• Laurence Scotford 



away the hours playing what is really no mm 
than a computer jigsaw puzzle. I can't imagine 
many homework sensitive parents being con 
vinced. 

But even if Atomix does cause you to waste 
several hours trying to solve its ultimately pomf 
less puzzles at least you can console yoursef 
with the knowledge that it is good for your IQ. A 
little mental work-out and good fun into the b* 
gain. 

The Tetns mini-boom caused by its rec 
conversion to the hand fields and coin-op 
seems to have started a new trend in puzzl 
games. Psygnosis recently launched the excel- 
lent Never Mind, Domark have just launched 
K/ax, and now Tale pitch in with Atomix. This 
recent penchant for puzzle games is very we^ 
come. Games are still far too moronic in most 
cases. But it is also to be hoped that this new 
breed of puzzle game will be a little more imagi 
native than Atomix. It ought to have been posst 
ble to use the computer to enhance the basic 
idea of the iigsaw puzzle a good deal further 
than this. Nice try - could do better. 

• Eugene lace] 




Atomix - Chemistry set meets computerised jigsaw 
puxxle 





Unattractive, but colourful sprites are couple- 
menled by tots ol simple sound effects, and 
very frantx gameplay. The whole is a difficult, 
but reasonably addictive game which should 
provide a lew hours ol solid shoot 'em up 
action lor those who fcfce this son ot thing. 



GRAPHICS A 
AUDIO 6 



10 FACTOR 5 
FUM FACTOR 8 





It take, a lone while to get into the weird con- 
trol method, and about twice as long again lo 
get lo a level of compliance where playing 
becomes anything more than frustrating. The 
game does prove (o be quite addictive howev- 
er, and should last for a good while before 
being forgotten. 



WARNING! 



Do not play this game 
if you are of a nervous disposition 






M INOSC A PI 'HZ 



Play Life & Death and you will have the responsibility of holding 
a human life in your hands as you cut into living flesh. 
In this - the world's first interactive medical rnovie - you'll enter the tension-filled atmosphere of 
busy hospital . Talk with your patient. Read charts. Order X-rays, blood tests and other laboratory 
reports. And when the time comes . . . you will pick up the knife! 
In the operating theatre, your skill will determine whether your patient goes to recovery . . . or the mortuary. 

Available for IBM and compatibles, Apple 11/Mackmtosh, Amiga and Atari ST 



M 



N D S C A 



P 



For further information on Mindscape Products and your local dealer contact 
Mindscape International Limited, PO Box 1019, Lewes, East Sussex BN84DW. Tel. (044 486) 545/547 
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1962, Kevin Toms wrote 
otball Manager, six yean (and 
half a million copies sold) later, 
Kevin went one better and 
produced Football Manager 2. 
A response to the ideas of 
thousands and thousands of Football 
Manager fans for an improved game. 
Football Manager 2 has, like its 
ancestor, proved a stunning success, a 
game with appeal that will last for 
years, more than satisfying old fans 
but creating new ones. 



— , Manager 2, have come more 
suggestions for an even better 
game. Kevin has responded with 
"Football Manager World Cop 
Edition", a game that takes 
management into the international 
arena, with all the thrills of world 
cup competition, a game that takes 
the unique components of its two 
ancestors and radically improves 
them a game that will better the best. 



f £ 



<*)!£ 



EVERY CAME. 

Keep np to date during the 
^ World Cup this 
summer with 
your own 
special 
Football 
Manager Wall 
Chart. 



DR6AM 



Priam Lei 



^Sation Pic, Unil 1 , Baird Road, Enfiei 

W at 



IM OCR WORLD CUP 
COMPETITION 

Prize* include: • Torn picture with 
Kevin Toms on the packaging of 
Football Manager 3. «* 

• Holiday 
Ticket! of 
yoox choice. 

• Signed 
Footballs. 




n better 
ded with 
>rld Cap 
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^national 
of world 
hat takes 
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roves 
the best. 
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Griffin ha* an 
Rifadin's Cave of 
gadgets to chose 
from to help him in 
his 1 1 . . ■ ■ - ' 



Three level* be loin 
and the aliens have 
discovered you. 



MtUDIITCD novelldS are dreadful 
bUmrU I Elf affairs as a rule. Full of log 
books, ship records, interrupted transmissions 
and the predictable list of fictitious equipment. 
Novella scribblers never write "he grabbed the 
laser" - it's always got to be something like "he 
grabbed the Mark 4A23 Pulse Laser". Lasers, 
like planets, ships and solar systems, always 
have a string of letters and numbers to accom- 
pany. This rarely adds any realism that isn't 
already there and becomes plainly irritating in 
its predictability. Xenomorph's novella is a 



XENOMORPH 



breath of fresh air. You are almost disappointed 
when you reach the end and it is time to start 
the game. 

The story gets into its stride as tilings start 
to go wrong on a long haul space flight aboard 
a freighter bound for the mining platform of 
Atargatis. as you awake from your interrupted 
freeze sleep' the red emergency lights are 
flashing all over the ship. No answer from your 
destination as you try to contact the miners on 
Atargatis for help. The cargo has been lost and 
all systems are failing. Close to the mining 
colony you wrest manual control from the ship 
computer and dock the Mombassa Oak with a 
"slight bump" with Atargatis. 

This is where the fun starts. Search the 
colony to find the necessary spares and fuel to 
repair your ship , find out what happened to the 
two hundred crew of the Atargalis, and get back 
to base safely. Oh yes - and watch out for the 
Xenomorphs. 

Game play is very much in the style of a 
complex RPG - but the well executed sci-fi sto- 
ryline makes a welcome change from the dank 
dungeons of the FTL game and its many clones. 

The action is viewed through five separate 
windows. The largest of these is your view of 
the action - a mix of animated action and static 
flick screen' graphics as you explore. To the left 
of this is the statistics window representing 
stamina, health, food, water, and radiation lev- 
els in five separate baromelers. Window three is 



Pandora let a nasty swarm of 
aliens out of the box in a new 
3D action adventure 



for your special equipment {more on this later}, 
windows four and six are for showing what is in 
the hands that flank the main action window, 
and window six shows the directional arrows for 
movement around the base. 

As both the the action windows and the 
items you need to pick up and use are many 
and varied the manual sensibly suggests playing 
around with the controls and objects a bit 
before attempting the adventure proper. 

It is obvious how to use certain objects - 
like the credit cards, computer disks and fire 
extinguisher. But the special equipment required 
to repair the ship and ultimately get the better 
of the Xenomorphs takes a bit of working out. 
Trial and error pays dividends but sometimes 
there is no substitute for pausing and having a 
good long think. 

Finding and using the various gadgets is a 
large part of the fun and challenge of the game . 
Your backpack enables you to carry several 
pieces of kit with you and you can easily select 
and use them with the mouse buttons. 

The Xenomorphs are elusive at first - which 




A nice 'n' easy save game option enables you 
to get your teeth into this meaty adventure 
and come back to It time and time again. 
Once you have returned safely to base you 
have done' Xenomorph and II will lose Its 
appeal al this stage - but even highly skilled 
Dungeon Master vets will take a (air bit o( 
time to manage this. 





Sound is pretty spats? and the constant disk 
swappaig thai is requred i' you aren't one ot 
the lucky lew who own an external drive W 
Xenomorph down slightly on the Amiga. Two 
annoying aspects ol an otherwise first class 
RPG came 




is just as well as it enables you to get kitted up 
with lasers, rocket launchers, and gravity mines. 
There is no shortage of alien-bashers - with no 
less than eighteen different weapons to choose 
from. 

You will need all of the fire power you can 
muster when the Xenomorphs do track you 
down as they make formidable combatants. 

But there is much more to Xenomorph than 
tooling up and rucking with the aliens. The Mom- 
bassa Oak uses three Anti Matter Drives for its 
power source and you will need to find the Anti 
Matter Pods that are required to repair these 
before you can leave Atargatis, 

Finding your way around takes a bit of 
doing. There are some navigational aids such as 
the Personal Communicator, Motion Detector, 
and computer consoles that you can use to 
read the disks that you gather. All of these are 
no substitute for a map though - especially as 
there is an added penalty that will cost you 
some tedious disk swapping should you take 
the wrong turn. 

Xenomorph strikes just the right balance 
between action and RPG'ing - with a good dose 
of adventure style exploration thrown in for 
good measure. It is undoubtedly the gadgets 
that make the game. There are one or two 
items that I wouldn't mind taking with me and 
using m a few other games of this type. Great 
attention to detail - in both game and manual - 
and great fun also. 

• Eugene Lacey 
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LOW BLOW 



i 



Visually the game is very well presented, ey* 
colly n £GA mode. The graphics are b»ighl 
and colourful and generafy pteasanl lo vie* 
The soundtrack (arts JtrysmaBy. as does most 
PC sound Where (lie game realty (ails, howev 
er, is n the payability. Clumsy controls and 
a small amount of variety in gameoUy is lou 
Blow's downfal. and it is in that respect that 
tpist cannot recommend the pfM to anyone 



JUP problem with being an ama- Flprfrnnir Ark hit become so repetitious. Yet. only 

I nt teur boxer is that nobody ^UIUllll Artb Hit m|nutes jn{0 p|fly , was wonder 

takes you seriously. Just to prove to , , jng if things would improve, 

the world that Bert Scroggins can DelOW the Dell 111 ttllS They didn't 
match even Rocky Balboa, you enter With such a limited range 

the world boxing championship. Win, ftthfe DUnch-UD of moveS| rd be very sur P rist * » 

the game turned out to exciting 



GRAPHICS 
AUDIO 



391 



or get laughed off the face of the 
earth, the choice ts yours. 

Each level ot the championship pits you 
against a nastier and tougher opponent, each of 
which has to be tackled differently. The only link- 
ing theme that runs through the whole game is 
that everybody fights dirty. Be it a good solid 
kick between the legs when the ref's looking the 
other way, or a quick nut to the bonce, all are 
lethal and should be avoided at all costs. 

The game itself is a simple affair. The fights 
are played as a side on, forced perspective 
with BIG sprites. It's just a shame, with sprites 
that large, that EA didn't have room to include 
some animation. The boxers move through two 
positions when they walk, and two for each 
punch. Sadly there are only three punches, 
which, to be honest, in these enlightened days, 
isn't even close to being acceptable. 

It amazes me that with such a large variety 
of different boxers and tactics, the game could 



and entertaining to play, It would 
also surprise me if the simple control method 
created such atmosphere that I wouldn't be able 
to drag myself away from the screen. I'd even 
be surprised if I enjoyed playing it. 
wasn't surprised. 





With it's large colourful sprites, and perspective view 
0( the ring. Low Blow looks at tint sight as X it is going 
to be an impressive game Unfortunately it fait to 
deliver the goods when it convex to playaMtty Your 
dnappomtement will probably not inspire you to go 
back to rt too often 



Thing* get a Httle nasty in the Low Blow ring 




WORLD CHAMPIONSHIP 
I BOXING MANAGER 



Goliath Games get a knockout well 
inside the first round 



A very stylish oiece of software, programmed 
■i such a way that it puts ail sanilar titles to 
shame. Wonderful graphics, a great sound- 
track, and it plays so wd. you need never buy 
another piece of software am (Almost!) 



YOU 




Sporting Management garnet arc not the sort of thing 
you might get easily excited over, but from die 
moment this one nam to play, you know its a winner. 
There are always improvements you can make to your 
management skills, and the same never palls 
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are a fight promoter, and its your job 
to take your boxerts) (you can have any 
number up to 5), train them and arrange the 
fights they need to take them to the lofty 
heights of world championship in the eyes of 
either the Federation of World Boxing, or the 
World International Boxing Council. 

The entire game (bar text input) is joystick 
or mouse controlled, and rather than present 
everything as boring old menus, Goliath have 
gone for a very strong visual approach. When 
you are in your office, arranging fights and 
dealing with the world councils, you see your 
office, complete with your phone, filofax and 
saucy receptionist. 

There are also nice graphical sequences in 
the gym and physiotherapy surgery where you 
check up on your lads' training and health 
respectively. 

When you have arranged your fights, you 
can go and watch your boys in action, and this 
is where the game really takes off. The fight 
itself is performed as an upgraded version of 




Tracksuit Manager. Run- 
ning commentary informs 
you of the fight, and 
though it sounds boring, 
the depth of the commen- 
tary is such that you can get 
very involved in the fight. 

There's not a lot more to say other than it 
has to be one of the most in depth and 
entertaining strategy games yet, If you think 
that sporting management games are not for 
you, then think again. 

• Tony Dillon 




Your curvaceous secretary hands you a document 
for perusal 





Mythos have gone for a traditional grid-based 
(invdimrruional approach/or their latest 
Hole-Playing extravaganza 

fUP world of Role Playing Games is not a 
IE medium that tends itselt easily to the 
silicon box, but the formulae for the transition 
are now more developed to the market. The 
latest wave of games like Dungeon Master and 
Castle Master, have taken the plan view RPG 
and turned it on its 3D head. So is Mythos' 
Lords Of Chaos a retrograde step or are the 
disadvantages of memory hungry Freescape 
and 3D graphics easily overlooked by the more 
traditional gamer? 

Lords 01 Chaos puts up to 4 players in 
wizards' robes, primed with spell lists and mana 
levels with which to do battle against other 





laser Sfluad was a popular release and so it 
seems natural lo use the same formula Bus 
bme witti lotOs of Chaos and try to npfove 
upon ■ this Mylhos have done with clear. 
recognisaM graphics and a comoreherisrve 
manual. Sound is lacking but this would only be 
a problem with an arcade game. Control Is by 
>ay>tiO or keys and is nitiavy contusing mak- 
ng » a tric*y game to gel strarght into but 
absorbing once you gone to the trouble. 



GRAPHICS 
AUDIO 



10 FACTOR 
FUN FACTOR 



A» with many plan view RPG garnet, the whole 
format has leafly been superseded by the 
latest batch of graphical Dungeon type games 
that has Increased the appeal of the genro to 
include the arcade player. However, where 
Lords of Chaos really scores over them re in 
rhe depth of gameplay that Is available and the 
level of board game strategy that is Involved. 
Playing against your friends or even just alone, 
the three Included scenarios will be comple- 
mented by eitension modules which will add 
two new scenarios for Jt4 - £6. So. if Lords of 
Chaos appeals to you, then be sure that you 
could spend quite some time playing it 



LORDS OF 




BLADE/MYTHOS take the traditonal route to table-top style Role Playing 

in this battle of magic 



players or, if alone, the computer's wizard 
Torquemada who. unlike his Spanish Inquisition 
namesake, is not out to kill thousands of 
innocent people but you. 

Although similar in style to Laser Squad, 
this time around the team of Nick and Julian 
Gollop have created a world of strategic sorcery 
in which its holistic approach gives a real (eel ot 
waging war with a warlock. 

Players can begin with an 'off the peg' charac- 
ter with various spells and abilities but if they find 
him a loose fit for their style of gameplay they can 
tailor a wizard to their own specifications. 

Each wizard begins with a list of abilities - 
Mana being the most important as this 
translates directly into magic spells. Action 
points are used up with each movement or task 
undertaken with stamina, constitution, combat 
and defence points depleting on each turn that 
they are called into use. A graphical display of 
each of these current levels are shown for each 
wizard which reduce during play. Each wizard 
and the characters that he summons to help 
him, are selected by joystick and then 
manipulated according to the current menu. At 




The mop shotv& the u'hulr baffle ami in miniature 



the beginning of each game ifs a good idea to 
conjure up some companions - something that 
flies, something earth bound and something 
that's most certainly dead. Each of them can at 
least do battle with the enemies that fly. drag 
knuckles or is long since dead and impervious 
to material weapons. 

Your wizard controls each of his characters, 
to the point of even hitching a ride on mountabie 
monsters. These are very useful because it 
means he can conserve movement points which 
are used up in spell casting and potion making 
which can only be done by collecting the needed 
ingredients and putting them m the same space 
occupied by the cauldron. Add to this mixture 
one wizard and use the potion spell. 
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ACTION P0INT5=39 
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3 
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2 
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All the usual table top game Mats are involved, 
but the computer takes care of the boring number 
crunching 

Potions are integral to the game as is the 
interplay between the wizard and the creatures 
under his control and careful use of spells is 
needed to progress through a game to the exit 
portal which will take the wizard back home 
where he will be awarded experience points 
which can then be used to increase the number 
of spells known to the total of 45 and to 
increase the effectiveness level of each spell. 
Also, experience points can be spent increasing 
characters abilities and wizards can be saved 
during the game allowing their use by players in 
later games. 

• Garth Sumpter 




Your familiars are called forth and the battle 
with Torquemada begins 



LATE STARTER! 



Just as we were aboul lo go to press with ihis issue 
we were Informed by Blade Software that they now 
plan not to release Lords ot Chaos until September 
So unfortunately this review is a bit previous lo the 
occasion. Our apologies lor that - but do keep your 
eyes peeled lor this one come the Aulumn, 
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Treasure Trap - puffing the fun back into arcade aducnturina. 

TREASURE 



TRAP 



ELECTRONIC ZOO 
strike treasure in revamped 
classic gamestyle 



TUIC S ame is Tlfe game is cuddly, this 
■ fliQ game you could play with your granny. 

Treasure Trap is a revamp of the old 
Ultimate-style arcade adventures, best executed 
by the famous firm in classics such as Alien 8 
and Knight Lore. Featuring an isometric 3D 
view of the play area, the aim was to search the 
various chambers, finding and using keys and 
other objects and avoiding the life-sapping 
nasties. 

Treasure Trap works on the same basic 
principle only this time the action is set on a 
wreck on the ocean floor. The Esmerelda is 
packed full of treasure - much of it strewn 
around on tables and shelves, but some of it 
hidden in less obvious places. 

The wreck is crawling with sea animals - 
lobsters, jelly fish, star fish and crabs. They are 





Nasties everywhere! Looks like time to use the 
Smart Fish. 



not interested in 

the treasure - but 

they are deadly 

to divers and 

will cost you a 

life should they 

bump into you. 
Just as in the 

Ultimate games keys 

are of vital importance 

and you must gather as many of them as possible 

to get through the Esmerelda's numerous locked 

doors. Pieces of furniture need to be pushed 

around the screen from time to time to make 

platforms so you can grab the treasure that is 

out of reach. 

Whilst the basic game design owes a debt 

to Ultimate circa 1985 ■ Treasure Trap is also 
very much a product of the I990's. The 
opening sequence is a visual delight, An old 
Mississippi paddle steamer chugs out into the 
middle of the lake as a jazz tune blasts out. 
Your diver appears in his antique diving garb 
and plunges into the deep. 

The graphics and sound effects in the game 
itself are also bang up to date with the best 
that can be got out of 16 bit machines. Best of 
all is the addition of an automatic map. This 
really is a most welcome improvement on the 
old arcade adventures - as although it was part 
of the puzzle, it was often also a bit of a drag 
having to reach for the pen and paper to map 



52 Advanced Computer Entertainment 




Collect the gold ban by touching them the mam 
the merrier. 

your route, In Treasure Trap the computer does 
it for you • revealing a a full 3D plan of your 
progress so far at the touch of a button. 

Other innovations are the 'Smart Fish*. So 
much more cuddly than a smart bomb ■ but just 
as deadly. When the going gets tough and those 
lobsters are snapping around your ankles just 
bring on your smart fish and he will nip around 
the location and Kill everything in sight, Use 
your smart fish sparingly though - they are rare 
and precious. 

Treasure Trap is not going to win any 
awards for innovation. But who gives a Mackerel 
about that. It is fun, challenging, and beautifully 
executed. If you are in the market for an arcade 
adventure to enjoy on your computer then 
Treasure Trap is highly recommended. And fans 
of the isometric 3D style will be glad to hear 
that further explorations of the genre are soon 
to arrive from the Bitmaps in the form of 
Cadaver. Good game ideas, it seems, just won't 
lie down and die... 

• Eugene Lacey 
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Packed with secrets and twists and with 
enough challenge to keep you busy for many 
a session. A graphical treat is promised at 
the end of the game to the successful adven- 
turer. Once you have done it though - that is 
that. 
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FREE! - AMFGAS 1 by Players 




FREE! • ART OF CHESS by 5 PA 




FREE!- BARBARIAN, ULT WARRIOR • by Palace 




fflCF/- INSANITY FIGHT - by Wicrooeal 
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FREE! - WIZBALL - by Ocean 
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£399 

INCLUDES 
FREE UK 
DELIVERY 



£346 

The Amiga 500 is one ot a new breea ol technologically 
advanced computers, which are now emerging as the new 
standard lor home computing, based around the new Motorola 
68000 cnip The A500 has 512K RAM and a 1Mbyte double 
sided disK drive built-in It can be connecied directly to a wide 
range of monitors, or to a domestic TV set through a TV 
modulator Designed with the user In mind, the A500 features a 
user trtenaly WIMP environment and comes supplied with a tree 
mouse And. when you buy your Amiga from Silica Shop, the 
UK's Not Amiga specialists, you will experience an alter sales 
service that is second to none, including a technical support 
helpline and free newsletters and price lists Return the coupon 
below tor our current information pack, which will give details ol 
ihe Silica service and the very latest Silica Amiga otters eaof 



WHY SILICA SHOP? 
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rW£ ft/it S70C/T RANGE: Tne largesi range ol Amiga 
eo ;—(>,■. accessories boons and initwnre in in© UK 

AFTER SALES SUPPORT: The stall at Silica Shop an? 
cated to rnnp you to gel (he best Irom yout Am.ga 

FREE NEWSLETTERS: Mailed <j»eci to your home as 
)0" as we pr.ni them <eatu"ng ollcs and latest releases 

FREE OVERNIGHT DELIVERY: On all hardware orders 
snipped to Siitca Shop customers w.lhm the UK mainland 

PRICE MATCH PROMISE: We will normai.y match our 
ompetitori oilers on a same product same pr.ee* basis 

FREE TECHNICAL HELPLINE: Full lime team o< Amiga 
technical capets lo help you with your technical queries 

Bu' don't |uS1 lade our word lor i Complete nrd return Ihe 
coupon beiow 'or our latest Amiga literature and begin to 
■perience in* Silica Shop spooaiisl Amiga service 
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A500 Computer 
TV Modulator 
Photon Paint 
TenStar Pack 

TOTAL RRP: 
LESS DISCOUNT; 

PACK PRICE 



EH3 

£399.99 
£24.99 
£69.95 
£229.50 



£724.43 
£325.43 

£399 



FREE FROM SILICA 



When you Duy me Am.ga 500 from Silica Shop you will nol only 
gel a high power «atue for money computer we will also give 
you same spectacular dee gilts First ol we are now including 
a IV modulator with every A500 stand alone leyboard so you 
can plug your Amiga sfa-ghi >nto your TV ai home (the 
modulator is not nciuded with tne A500- A'GBAS pao « >i is net 
required lor use *<lh monitors) Secondly we nave added a tree 
copy o' Photon Paint an advanced graphics paOage win an 
BHP o* £6fl 95 Last land by no means least') so that you can be 
up and iunn<ng suaigni away we are pjinng away me sensat unoi 
TENSTAR GAMFS PACK w.(n every A500 purchj-ied at Silica 
Shop This pac* leatures ten top Amiga M«s whicn have a 
Combined PP.P ol nearly £230' Return (he coupon "or delays 



A500 Computer 
1084S Colour Monitor 
Photon Paint 
TenStar Pack 

TOTAL RRP: 

LESS DISCOUNT: 

PACK PRICE 



£399.99 
£299.99 
£69.95 
£229.50 
£999.43 
£350.4 3 

£649 
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Retaliator boasts the Out-of Cockpit views that are 
becoming a regular feature of simulations 



OCEAN takes off 
with a flight sim 
years ahead of the rest 



DESPITE 



the name of the game, this sim- 
ulation actually features two 
planes - the Grumman F-29. and the Lockheed 
F-22 Advanced Tactical Fighter. The F-29 is 
unusual in that it is forward swept wing fighter 
with Short Take Off and Vertical Landing 
(STOVL), and is so advanced that it is unlikely to 
see active service in its present form. The F-22 
on the other hand, almost certainly will. This air- 
craft is more popularly known as the Stealth 
fighter. The name comes from its revolutionary 
radar invisibility due to its construction from 
radar absorbent materials. Obviously, any flight 
simulator based on two such advanced aircraft 
is going to rely to a large extent on conjectural 
data, but this is something which need worry 
only the purists. 

The all-important factor of any flight sim is 
the controls, and Retaliator scores highly in this 
respect. The keyboard, joystick or mouse can 
be used to directty control the in-flight attitude 
of the plane, and using the 
joystick or the mouse makes 
it particularly easy to execute 
tight banks and rolls. The 
remaining functions are con- 
trolled from the keyboard and 
have fortunately been laid out 
in a logical way (There is noth- 
ing worse than going to 
switch in a weapons system in 
a tight situation and lowering 
your undercarriage instead, 
because the keys are right 
next to each other!) 

Retaliator follows the 
recent trend for simulators to 
feature out-of-cockpit views. In 
this case you can choose 
between a South Facing, 
North Facing, Rear, and Satel- 
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Homing in on a bridge In the Pacific scenario. 



RETALIATOR 



lite view, all with a zoom feature. There are also 
rather more realistic left, right, and rear views 
from within the cockpit, similar to Digital Integra- 
tion's F-16 Combat Pilot While these alternative 
viewpoints are all well and good, they are not 
really that practical in a combat situation. 

There are four scenarios on otter - an Ari- 
zona test range, useful for practising manoeu- 
vres before facing real action, then campaigns 
in the Pacific, Europe, and the Middle East. As 
you progress through the game within a particu- 
lar scenario, the war progresses as well, and 
you are given updates on the war situation 
throughout play. These affect the missions you 
will be required to fly. In all there are 95 differ- 
ent missions to fly - that should be enough to 
keep anyone happy for quite a while. 

It is also possible to select Zulu Alert for 
any of the scenarios. This is a quick-fly option 
which puts you in a fully armed plane already in 
flight (although heading groundwards). By 
selecting this, and the lowest rank (which gives 
you unlimited firepower), Retaliator can be 
played like a sophisticated shoot 'em up (a nice 
touch). 

Graphics throughout are superb. The 
ground features are rendered as solid vector 
constructions, and are drawn quickly and 
smoothly with just the occasional flicker being 
noticeable during the out-of-cockpit views. 

All in all, F-29 Retaliator is a very nice prod- 
uct It has all the features you expect from a 
good simulator, and a good deal more speed 
than most 

• Laurence Scotford 




BUG ALERT! 



Ocean have informed us that some of the 
copies of the game have a bug which 
invokes the protection and prevents you 
from flying the plane for too long. Most of 
these copies have been withdrawn and 
replaced with unbugged versions. If your 
copy of the game crashes at inexplicable 
moments then you should return it to your 
retailer and ask him to replace it with a 
later version of the game. 




As with any flight sim it takes a while to get 
accustomed to the control* and the actual feel 
of the planes. But once you have adjusted lo 
these there are hours of flying fun ahead. The 
hugo number of missions should keep you in 
the air for quite some time. 




Hello, who's that? Er... its me! 



Nice fast, and relatively smooth vector graph- 
ics, combined with a smart coedprt design 
make this an attiacbve looking game. Sound 
effects are good, although tne engine begtts 
to sound like mum's old hwn tub after a while 



GRAPHICS S Kl FACTOR 
AUDIO 6 FUN FACTOR 
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Reading the instructions and back of box 
blurb, this game doesn't really sound that 
great, but when you start playing it really 
grabs you. It is exactly the sort of thing that 
has you addicted for a couple of days, and 
then begtrrs to bore you solid. However, after a 
little while on the shelf gathering dust, ft may 
wed see the occasional revival. 



i LORDS 
WAR 



of 



The graphics are not that incredible, 
because they don't have lo be. The g 
rs the important factor and thai is very strong 
il a ink- limted The sounds are qtste atmo- 
spheric- Al in all, a competent product. 
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Digital Concepts go to war with this 
competitive variant on Breakout 

AMITE simply, Lords of War takes the pnn- 
WUI I G ciples behind the age old game of 
Breakout and applies them not to breaking out, 
but breaking in. The kingdom, plagued by a 
tierce and evil dragon, is on offer to the 
strongest knight. To find such a person, the 
knights must engage in war between them- 
selves until only the strongest survives. 

War. in this case, involves deflecting a fast 
moving skull-shaped ball in an attempt to break- 
down the walls of your adversaries' castles 
while keeping yours intact. As soon as the ball 
touches the shield at the centre of a player's 
castle then that round is over and the next, even 
tougher, round begins. 

You deflect the skull by running around the 
edge of your castle so that the ball bounces off 



your shield rather than knocking out a section of 
the castle walls. At the same time, of course, 
you must try and send the ball hurtling into your 
enemies' walls. To help you, the ball can be 
caught on your shield with a bit of quick fire but- 
ton timing. 

Sometimes the skull begins to glow, and if 
you catch it at this time you are awarded some 
spell points. When you next catch the ball you 
can cast a spell. The more points you have the 
better the spells you can cast. These range 
from simple speed spells to a spell which will 
destroy an opponent's castle. 

Lords of War is one of those simple games 
that proves to be remarkably addictive. And if 
you get bored playing against the three comput- 
er controlled opponents, you can select a two 
player option and have a second human player 
for a bit of tougher competition. Not an amazing 
game, but great fun nonetheless. 

• Laurence Scotford 




Not so much brratcouf as break-in' Break down 
those walls before they get yours! 



F-S JACK SON 

Get back to the beat wKfi INFOGRAMES cute search for the lost soul 



of Rock 'n Roll 



CLASSICAL music left in the world. And 

for those who possess less cultured palettes, 
things are not looking good. The only person 
who can save the world from perpetual bore- 
dom is the son of Jumping Jack Flash. Yes! He 
made famous by the equally famous Rolling 
Stones. 

Jack Jr.'s task is to find the only remaining 
copy of the first ever recording made by Eh/is. On 
the way he musl also recover every rock record 




Rock - n' Roll gets cute in this bouncy bundle of 
fun from over the water 



made since Ervis began his fantastic career (phew!). 

Jack's search takes place on a grid which 
he bounces around on in a very cute fashion. On 
each level he must change blocks of squares lo 
a particular colour to make a record of the 
same colour appear. Once this is done he can 
carry the record to a similarly coloured deck, 
whereupon some of the tracks of suitable rock 
tune begin to play. Once all the decks on a level 
have records, all of the tracks of the tune will be 
playing and the level has been completed. 

Things aren't quite as simple as that howev- 
er. There are malign classical instruments slid- 
ing about on the grid, and contact with them is 
fatal. Fortunately there are plenty of bonus 
objects to collect which will help you in various 
ways, as well as transporter pads for quick get- 
aways, and accessing remote islands in the 
grid. 

Jumping Jack Son is very reminiscent of 
other cute games like SfcweeW. It does manage 
to make up for its lack of originality, however, 
with reasonably addictive gameplay, great back- 
ing sounds, and some nice graphical touches. 

• Uurence Scotford 




Takes a while to get the hang of moving about 
on the grid, then its great lun for a short 
while. There are occasional bonus levels to 
keep you going, and the variety of music also 
stops boredom from setting in. Not a game 
that is going to have an exceptionally long life 
however. 



The sprites are oute cute, and al weH animate 
although tr« actual ptayfield lends to gel a I 
mcrotonous aJte a while The best aspect 
(he game is the rota and rod soundtrack 
changes wxh each level, and makes tor guile 
upbeat ktte game. Not a bad effort at tf 
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Fisticuff* on the C64... and on the Amiga! 



TURRICAN 



DA I* If issue 27 we 

DAvfV brought you advance 
news of a great new C64 game 
from Rainbow Arts called Turn- 
can. Now we can show you the 
same game on the Amiga, and 
very nice it looks too, as you can 
see for yourself. 

Tumcan may seem like just 
another scrolling shoot 'em up, 
with yet another luckless trooper 
to guide past wave after wave of 
vicious nasties, but start to play 
it and you soon change your 
mind. 

For one thing, the game is 
huge - five distinct worlds each 
wrth an alarming array of plat- 
forms, chutes, spikes, and the 
weirdest array of adversaries 
you've ever set your eyes on. 

Secondly, the animation, 
sound, and overall graphically 
quality of the game are all 
superb, and give it a distinctive 
atmosphere which is different in 
each of the game's five worlds. 
World three even contains some 
fairly incredible parallax scrolling 
by all accounts - more on this in 
the review next month. 

Last, but by no means least, 
the game is eminently playable. For a reason- 
able player it should be possible to get a good 
distance into the first world on your fist play. 
The challenge is pitched just about right. It is 



IMC VVUMU uV lull ILU' 




iff ? 



ACE takes an early look at 
Rainbow Arts huge five world 
shoot em up extravaganza 




Turrican is huge - five distinct worlds to conquer! 
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Some of the sprite* in Turrlcan are very, very big, 
and very, very fast.. 



not too difficult a game to get to grips with, but 
it does provide long-term playing simply 
because of its size. 

Tumcan certainly looks like being a winner. 
Next month we'll bring you the definitive judge- 
ment, but for now just feast your eyes on what's 
to come. 

• Laurence Scotford 



If you find yourself in a sticky situation you can 
(urn into a Gyroscope and tumble down through 
nasty, infested platforms with complete immunity.' 
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BLISTERING PACE 
PIXEL PERFECT 
PASSING - SUPERB 
TACTICAL GAME 
PLAY 

KICK OFF 2 greatly enhances 
the game play of KICK OFF, 
winner of THE GAME OFTHE 
YEAR award in U.K. and 
similar awards right across 
Europe. A host of new features 
have been added to the ones 
that enthralled the players the 
world over. 

Full size multi directional 
scrolling pitch with the players, 
markings etc. in correct 
proportion. 

1 to4 players (Amiga & ST only)' 
option. 

2 players TEAM option against the 
computer or 2 other players. 
Hundreds of players, each with a 
unique combination of attributes 
(Stamina-Pace etc.) and skills 
(Passing. Shooting and Tackling etc.) 
Instinctive Kick Off joystick controls to dribble, pi 
shoot, head or chip a ball and do sliding tackles or 
scissor kicks. 

AflerTouch controls to bend or dip the ball. 
Set Piece Free kicks including dummies to chip 
the ball or bend the ball round a defensive wall. 
9 types of corner kicks with full control of shot 
power. Long and short Throw In. 
Team selection from a squad of 1 6 with substitution 
and choice of tactics. 

League and Cup competitions with extra time, 
injury time and sudden death penalty shoot out. 
' Store up to 10 Action Replay goals in memory. 
Facility to view, edit and save the action replays 
and create Golden Shots disc. 

AMIGA & ST £19.95 

IBM (AT & XT Turbo - CGA, EGA & VGA) £24.95 
CBM 64 - SPECTRUM - AMSTRAD £9.95Z£14.95 



J 



* Kit design - 6 styles and 32 colours. 
Facility to load Player Manager teams for a single 
game or league game. 

Up to 4 teams can be loaded for league 
competition. Load your own designed Tactics from 
Player Mangager. 

Red & Yellow cards, 1 6 different referees, Offside 
rules, Injury time and host of features to create the 
atmosphere for a game which is a real fun to play. 
Special Events provision to load Data Discs or 
Cassettes for events like World Cup, European 
Cup etc... 

* 1 M.B. Amiga & ST only. 
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Nor the most stumng graphics youVe ever 
wen. M very cute nonetheless. The arwnahon 
i$ omit arnusng, *kj mov*»s In and out o* the 
K'wi is aft interesting idea, although « does 
8-w the grapfrcs that cardboard cutout sort 
trf took. Sound >s OK. vrtfi sime n<utf*ed 
speech samples thro*r *l 



FRED 

UBI SOFTs comic hero gives arcade 
adventures an extra dimension 



EIINMV dnimat ' ons ' objects to collect. 
rUHUT numerous enemies to dispatch, 
and your sweetheart to rescue - sounds familiar 
doesn't it? Well, all these elements are certainly 
noticeable in Ubi Soft's latest arcade adventure. 
Where the game breaks away from the usual 
run-of-ttw mill hack, slash, and jump stuff is it's 
extra dimension. 

Not only can the hero Fred be moved from 
left to right past pretty scrolling backgrounds, 
he can also be moved into and out of the 
screen. This really does add an extra aspect to 
the game play. Rather than simply killing or 
jumping over your opponents it is also possible 
to sidestep them. Scenery in the foreground 
can often obscure the action, making it difficult 
to execute attacks on the dwarfs, pixies, and 
ghouls that menace you at every step. 

As interesting as it is, having the extra 
dimension also creates its own problems. There 
are so many things that Fred has to be capable 
of doing - throwing daggers, swinging his 
sword, jumping, rolling, moving back and forth 




Big enough and tough enough to take a good 
lew sessions lo beat. Once you have beaten it 
though that's it. tt is completeante and there- 
fore limited. Excellent lun though - while it 

1Mb, 



superb * the target DUbN being 
ularty weD drawn arid animated. Sound 
effects are good enough though not excep- 
tional A belief beat 'em up than many at the 
metkwe cokvop convwtwxis that me current- 
ly avjpabte for the Miiga 
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SPECTRUM 



as well as into and out of the screen - that 
things can get pretty hectic at times. Everything 
is done with a combination of joystick moves, 
but unfortunately the central character is not 
quite responsive enough to enable this to work 
very well. 

The idea behind the game is to collect the 
key, and any other objects, on each level to be 
able to enter the next level. On each level there 
are new background and foreground graphics 
as well as different nasties to tackle. 

The game has a similar feel to Verminator, 
and the graphics have the same comical quality. 
Unfortunately, the over complex control method 
really does prevent this from becoming a first 




GRAPHICS 7 10 FACTOR 6 
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RELEASE BOX 



ATARI ST £24.990* 



OUT NOW 



Olhe' versions TBA 




class arcade adventure, I also have reservations 
about the life expectancy of the game. There is 
not really enough variety in the gameplay to 
make this the sort of game you will want to 
keep on coming back to. 

Nevertheless, it is quite unusual and the 
hilarious animation should be enough to keep 
most players happy for a good few hours. 

• Laurence Scotford 



It takes a while to got used to the movement 
in and out ot the screen, and the slightly 
tricky controls. Once you have done that, and 
got the gist of the game, you can sit back and 
start enjoying the tunny animation. I'm not 
convinced that there is enough variety hero to 
really keep you going though. 



HAMMERFIST 



VIVID IMAGE live up to their name 

TIJC storyline of Hammerftst isn't going to 
I n6 win any sci-fi writing prizes. Hammer- 
fist is a sort of futuristic six million dollar man. 
He has been rebuilt and fitted with a cybernebc 
arm and is an expert in \veapons control and 
fire-arm suppression tactics'. The Metro-Holo- 
graphix corporation are using Hammerffst to 
carry out their dirty work - which involves the 
assassination of their business and political 
opponents. Naturally, Hammerfist doesn't want 
to put up with this so he sets out with fellow 
hologram (yup, we're not even human in this 
game) Metalisis to destroy the nerve centre of 
the Metro Holographic dictators. 

Games-wise this boils down to smashing 
your way through three levels of action before 
confronting the source of the evil holograms in 
the administration block of the Metro Holo- 
graphix HQ. 

The best part of Hammerfist is in switching 
between the two characters. This is easily car- 
ried out by simply pulling down on the joystick. 
It is also essential as a combination of their 
skills is required if you are going to get the bet- 
ter of the corporation. Metalisis, for example is 
very athletic, can leap great distances and can 
get into awkward situations. Hammerfist pro- 




Metalisis leaps into action. Hammerfist is going 
lo need all (he help he can get from his nimble 
partner. 

vides the brute force - smashing down walls and 
kicking the holograms out of the enemy, 

Both characters have life force gauges 
which the successful player must be mindful of. 
They can be topped up by gathering the letters 
(eft behind when you destroy an enemy. This 
adds a slight role playing feel to the game - but 
not too much, as the main impression is firmly 
of a beat 'em up with plenty of guns and lasers 
thrown in for good measure. 

Hammerftst has a slick, coin-op feel to it . 
Strong evidence that Vivid Image are going to 
be a force to be reckoned with. 

• Eugene Lacey 
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LHX ATTACK 
CHOPPER 



Polygon saturated visuals teed the screen with 
realist* «naging ot terrain and vehicles The 
pace remains last even on a low-grade PC run- 
ning at a geriatric gallop - you can wary the 
graphical detal to sustain speed on slower 
decks CGA. EGA MCGA, VGA and Tandy 
graphcs modes are all supported. Sound FX 
add to the atmosphere and can be Adfebed (or 
entra aural Quality 



GRAPHICS 9 IQ FACTOR S 
AUDIO 6 FUN FACTOR 9 
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NAT one ' bul * our Arnencan 

WW I helicopters are simulat- 
ed in LHX Attack Chopper, includ- 
ing a top secret aircraft that 
hasn't even entered service with 
US forces yet. Add a touch of 
polygon generated graphics, a 
wide range of missions, and easy 
to master controls and you could 
have the best helicopter simula- 
tion around... 

Starting life as a Level One 
Warrant Officer Pilot you've got to do a Tour of 
Duty in either Libya, Vietnam or East Germany. 
So select your mission category, from Alpha 
Strikes - hazardous seek-and-destroy missions, 
Dustoff - rescue a fellow pilot shot down over 
enemy territory, to Sanctions - terminating 
heinous criminals. Order your flight hardware: 
LHX (a future American helicopter Gunship), 
Apache (US Forces current helicopter Gunship), 
Osprey (a strange hybrid tilt-rotor aircraft) or 
Black Hawk (Yank transport helicopter). Load up 
your weapons: 30mm Chain gun ammo, 57mm 
FFAR rockets, a couple of Stingers or 
Sidewinders, perhaps a Hellfire, and a TOW or 
two. Check out your waypomt map with landing 
and enemy location info. And prepare for lift-off. 



h with 



heli-sim 




MUTATED DREAMS 

Although he dreamed ot becoming an artist. 
Brent Iverson - the American designer and 
programmer ol LHX Attack Chopper - eventu- 
ally majored in Computer Science at the Uni- 
versity ot Michigan. Iverson got hooked on 
games alter playing with a friend's Apple II at 
the age ot 15. He joined EA in 1986. going on 
to write (light simulations, the IBM PC and 
Apple llgs versions of Deluxe Paint II. and now 
LHX Attack Chopper. 



It only takes a couple of flights to 
master the flight controls, every- 
thing is kept simple, logical and fast 

ChODDCr reactm S- Ju st the way it should be. 
" The hardest balance to strike right 
is in the vertical thrust (engine 
power plus collective) - but tog- 
gling between 50% and 70% maxi- 
mum thrust seems to do the tnck. 
Apart from that, there's nothing to 
worry about - weapon control is 
easy and efficient, flight info such 
as altitude is clearly displayed. You have the 
choice of looking straight out of the cockpit with 
or without dials, plus various outside viewpoints 
of your helicopter. You can even Vide' your 
weapons ordnance, useful when guiding a TOW 
missile towards an unsuspecting enemy vehicle. 
And all these views can be zoomed in and out at 
will. The neat thing 
about LHX is the way 
your cockpit starts 
to fall apart when 
you take hits - it 
really makes you 
panic seeing your 
craft crack open. 

The four chop- 
pers have their own 
characteristics, 
cockpit displays, 
weapons, strengths 
and weaknesses, so 
have a go at flying 
each, learn their 
traits - you can then 
decide which aircraft 
is best (or that spe- 
cific mission. Once 
you've finished a mis- 
sion you'll get debriefed and, if you've per- 
formed well, maybe a promotion too. Your pilot 
records can be saved to disk for future use. 

So ts LHX Attack Chopper worth the 40 
quid? The variety of missions help to keep you 
hooked, as do the differing gamescapes and 
the choice of helicopters to fly. Playing the 
game is both satisfying and compelling. You 
really get a feeling of achievement when you've 
successfully completed a mission. Flight control 
may not be realistic, but thankfully the visuals 
are. In short, EA has done the biz. You can for- 
get Microprose's Gunship, LHX Attack Chopper 
is now the best heli-sim on the market. 

• Ftik Haynes 




PREDICTED INTEREST CURVE 




Another (light simulation - great, that's juil 
what the PC gamesters desperately need. Ion 
marks and interest level at star! of play. The 
easy to read manual and intuitive game 
design structure soon grab your attention 
though. And excellent controls, attractive visu- 
als and variety ot missions keep this interest 
at a static high lor weeks to come. You won't 
be disappointed with this baby. 
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NEW ZEALAND 
STORY 

New Zealand Story is ideally suited to ttie PC 
Engine. The designers of the NEC machine had 
games just like il in mind when they assembled 
its custom graphics and sound chips. 

It is a platform game of search and rescue 
with a good dollop of shoot 'em up action 
thrown in for good measure. 

Phee Phee and Tiki are a pair of Kiwis living 
with their friends in the Zoo on New Zealand's 
North Island. One day the peace is disturbed 
when a Leopard Seal appears out of the chilly 
wetness of the Antarctic Ocean and carries off 
their friends - imprisoning them in cages in sev- 
eral dangerous locations. 

The fate of the trapped birds is in your 
hands as you guide the the cuddly duo in their 
Ramboesque mission. 

The pace of NZS is frightening. Although the 
platforms are not particularly intricate the nas- 
ties are in such hot pursuit that you have little 
time to stop and think. As well as speed cute- 
ness is the over riding impression created by 
NZS. There are Maori warriors who lob their 
boomerangs at you, more Maori's on giant 
Stork's launching volleys of arrows in your direc- 
tion, and even a big blue whale at the end of 
some of the levels barring your path to the hap- 
less kiwi in the cage whom you are trying to res- 
cue. 

Fortunately an arrow system is there to 
assist you - pointing the way to the next 
trapped Kiwi. You need all the help you can get 
in NZS as it is one tough game. 

Points are earned by gathering the fruit that 
appears every time you shoot a Maori. You have 
to quick about it though - as you can't spend all 
your time gobbling the fruit. Dally too long on 
any platform and the red devil will be dispatched 
to deal with you. There is no defence against 
the red devil. You just have to leg it when the 
ominous gong sounds that heralds his arrival. 

Phee Phee and Tiki can boost their fire 
power by picking up the laser. This is much 



Eugene Lacey reports back on the latest 
firmware for the PC engine and 
Sega Master System 



more deadly than the bow and arrow and pretty 
much essential kit when you come up against 
one of the whales. 

NZS is as addictive a platform game as you 
will come across. Its combination of cute graph- 
ics, jolly tunes, and infuriatingly 'moreish' game- 
play make it an essential purchase for you lucky 
Engine owners. The definitive platform shoot 
'em up. 




ment with the various weapons. 

By the third levels things start to heat up.] 
You have to leap carefully from post to post tol 
progress through the level and deal with ant 
increase in the frequency and ferocity oil 
attacks. 

An information panel above the play screen! 
shows your life force represented by a blue! 
barometer. Each time you sustain a hit your life * 
force ticks down a bit. You may lose a life out- 
right if you get pushed on to one of the spikes 
or take a spear in the gut. Your life force can be 
topped up by collecting the various potions that 
appear when you kill the Samurai. 

Graphically Tiger Road is virtually identical 
to the coin-op. It has the same speed and sound 
effects and emulates the game's frenzied game 
play in every respect. 

If you liked Tiger Road and 
you own an Engine don't miss 
out on it. If, however, you are 
simply in the market for a 
good Ratan-styte beat 'em up 
adventure then I would advise 
you to hang on a bit. There 
are a good deal of excellent 
beat 'em up adventures in the 
pipeline for the Engine - 
Stnder, Ghouls 'ri Ghosts. 
and Ninja Spirit to name but 
three. Good as Tiger Road is 
it belongs to Capcom's 1987 
catalogue and has been best- 
ed both in the arcades and 
on the Engine since. Watch 
this space. 




TIGER ROAD 



USG had a moderate success with the comput- 
er versions of this Capcom arcade hit. Now PC 
Engine owners are set to enjoy what is definitely 
the best conversion available. 

You play the warrior Lee Wong who is set a 
mission to seek out and do battle with the evil 
Ryu Ken who is busily kidnapping and brainwash- 
ing the children of your land. Ryu Ken is building 
a mighty army with his captives with which he 
intends to subjugate the world. Only you and 
Lee can stop him. 

The action begins in a forest where you 
encounter Ryu's crack Samurai warriors. With 
the aid of your trusty axe you have to battle 
through to the entrance to the temple. Once 
inside more of Ryu's henchmen are waiting - 
this time raining spears at you from all direc- 
tions. The first couple of levels are a stroll. You 
can use them as an introduction, taking time to 
get the hang of manoeuvring Lee and experi- 




PC ENGINE £34 99c! OUT NOW 
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SUPER 
VOLLEY BALL 



Volley ball has never been as popular in Europe 
as it is Japan and the far East - which is a 
shame as this version for the Engine is as near 
a perfect rendition of the sport as you are likely 
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to find on any computer. 

The Engine has few sports simulations so 
far - but the ones that it does have are superb. 
Engine Tennis easily out performs any other ten- 
nis game and now Super Volley Ball sits along- 
side it in the same class. 

A choice of eight international squads can 
be picked lo play against a friend or the com- 
puter. A word or warning though - you will need 
the multi-player interface for your Engine if you 
want to play against a friend. Another slight 
problem is that all of the on-screen prompts and 
the manual are in Japanese - so you had better 
mug up on the rules in an Encyclopaedia before 
you start. 

Once you get started the action is quite 
frantic. The game allows for fast and furious ral- 
lies - with just two pad controls for 'block' and 
W. When you block an opponent's drive your 
player will automatically leap to take a shot. It is 
for you to decide the exact split second to 
make the hit by pressing the button on your key- 
pad. 

The computer makes a tough opponent and 
will return most of what you throw at it. The 
trite are up to the standard that you would 
expect in an Engine game. Particularly neat are 
the fists in the air celebrations of the winning 
team and the down cast, head deep in the 
shoulders reaction of the losers. 

Super Volley Ball is a welcome addition to 
the limited library of Engine sports Sims. All very 
well and worthy but what we want is a decent 
footy game. Anyone reading this over there in 
Tokyo? 



rorised the populace. The people were crying 
out for a hero - and so was the plot of this lat- 
est beat 'em up from Sega. 

The name of that hero is Tarik and you con- 
trol him as he battles through five levels of 
action before coming face to face with Death 
Adder in the temple on 
Eagle Island. 

Before getting down to 
the main business of slaying 
anything that moves with 
your mighty sword you must 
first visit a temple where 
you are granted a choice of 
three magical powers. 
These powers are bestowed 
by the Gods of Thunder. 
Fire, and Earth and they are 
what sets Golden Axe apart 
from the stacks of average 
hack 'em ups currently 
doing the rounds. 

There are certain situa- 
tions where only your magic 
powers will win the day - 
like when you are confronted by the golden axe 
warrior or come up against some of Death 
Adder's tougher minions such as the dinosaur 
riders or skeletons. 

Using the magic takes some practice. You 
must learn to keep your magic gauge at as high 
a level as possible by attacking the dwarves 
that are carrying sacks and collect the pots that 
they carry. This will keep your magic gauge 
topped up. 



A slightly more intelligent hack 'em up and a 
welcome addition to the Master System library. 
It will take even the toughest of beat 'em up 
exponents a good few sessions to get the bet- 
ter of Golden Axe. 
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GOLDEN AXE 



When the evil Titan Death Adder (No relation to 
Rowan Atkinson! stole the Golden Axe from the 
castle of Yuriua, the land lost its protective shin- 
ing light Yuria was overrun by bandits who ter- 



Transport can be made easier by attacking 
some of the creatures that ride towards you on 
dragon charges. If you knock them off their 
mounts you can hop on the creatures yourself 
to travel further faster. 

Your ultimate objective is to retrieve the 
golden axe and restore peace to the land of 
Yuna. 

The variety of game play elements in Gold- 
en Axe make for a most entertaining game. It 
requires you to master a number of skills apart 
from the obvious one of wielding your weapons 
in as deadly a fashion as you can muster. 
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GRAPHICS 8 10 FACTOR 6 
AUDIO 7 FUN FACTOR 7 
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SCRAMBLE 
SPIRITS 



Scramble Spirits was a surprise hit in the 
arcades considering it appeared to offer little 
that was new in the way of shoot 'em up action. 

The secret was that although it was not 
original it performed well enough in all the 
important categories to appeal to the large num- 
ber of arcaders who want one thing from a coin- 
op - destruction on a grand scale, 

The storyline was equally unoriginal. The 
peace of a post-nuclear holocaust world is dis- 
turbed when aliens attack the reemerging cities. 

As the top pilot in the secret World Air 
Force it is down to you in primitive fighter plane 
to take on the enemy - engaging them in their 
six progressively difficult levels. 

The best part of Scramble Spirits are the 
end of level nasties that are a delight, they are 
so detailed that you almost wish you could buy 
them in kit form to put on your bedroom mantle 
piece, The best of these are the Sting Ray Bat- 
tle Commander's, Sky Revolver, and delightfully 
named Bruiser Cruiser. 

The vast, hulking end of level nasties take 
up most of the screen and have to be systemati- 
cally destroyed - gun by gun, and wing by wing. 

Power ups are in plentiful supply together 
with two Mini Support Fighters that fty along 
side your plane providing essential cover and 
valiantly engaging the enemy. 

Extra lives are earned by notching up a real- 
ly high score. The best way to do this is to com- 
pete successfully in the three bonus rounds at 
the end of levels one, three, and five. In the 
bonus rounds you have to destroy as much of 
the enemy vehicles and weapons as you can 
without sustaining a direct hit 

There is always room for a good new shoot 
"em up on the Sega and Scramble Spirits cer- 
tainly fits the bill. Its six tough levels will tax 
even the hottest shoot 'em up sharp shooter. 
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SOMETHING OLD.. 

ACE KEEPS YOU UPDATED WITH NEWS OF THE LATEST VERSION 



BLOOD MONEY 

Psygnosis; £24.95dk; Amiga Ver- 
sion Reviewed Issue 22; ACE 
RATING 732 

Latest version of the two-handed 
shoot 'em up from DMA design 
(creators of Menace). There are 
four worlds to conquer in this 
alien safari where nasties turn to 
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cash which can be exchanged for 
superior firepower. Good fun, but 
frustratingly difficult. This version 
offers EGA and VGA modes, both 
of which are quite attractive. 
ACE RATING; 700 

MIND-ROLL 

Epyx; £TBAdk; C64 version 
(QuedexJ Reviewed Issue 1; ACE 
RATING 934 
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DARK CENTURY 

Titus; £24.99dk; ST Version 
reviewed Issue 31; ACE RATING 
679 

A futuristic tank simulator set on a 
prison planet. You play a peniten- 
tiary guard whose job is to pre- 
vent prisoners running riot in 
stolen vehicles. More depth is 
added to the game by the ability 
to preprogram the movements of 
your squad of tanks. CGA and 
EGA modes are catered for. 
ACE RATING: 680 
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Originally released by Thalamus 
on the C64. and called Quedex, 
this was one of the more original 
games of 1987. The idea is to 
negotiate a rolling ball through ten 
planes, each of which presents a 
different challenge and all require 
individual tactics. The game is 
quite addictive, but the 16-bit ver- 
sions don't really offer much over 
and above the original 8-bit game. 
There are better games in the 
same mould, like Rainbow Arts' 
excellent Rock 'n' Rotf. Hercules, 
Tandy, CGA. and EGA modes avail- 
able, 

ACE RATING: 890 
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AMIGA 



MIND-ROLL 

£pyx; £TBAdk; C64 version 
fQuedex) reviewed Issue 1; ACE 
RATING 934 

The Amiga version of a C64 puz- 




zle game from Thalamus. See the 
PC version for further comment. 
ACE RATING: 890 




688 ATTACK SUB 

Electronic Arts; £24.99dfc; PC 
version reviewed Issue 22; ACE 
RATING 847 

A superb nuclear sub simulation, 
which, unlike most, boasts first 
class graphics and sound, as well 
as keeping faithful to the real 
atmosphere and tension involved 
in modern naval warfare. The 
graphics in this version manage to 
excel those on the PC making this 
a definite winner for Amiga sim 
fans. 

ACE RATING: 860 




SPACE ROGUE 

Origin; £29.99dk; PC version 
reviewed Issue 27; ACE RATING 
765 

A space simulator cum adventure 
cum strategy game in typically big 
Origin style. Like all Origin conver- 
sions, this one plays, looks, and 
feels a lot like the PC version. If 
you enjoy m-depth games then 
you'll like this. 
ACE RATING 765 



PLAYER MANAGER 

Anco; £1 9.95dk; Atari ST version 
reviewed Issue 31; ACE RATING 
920 

Kick Oti has been hailed as the 
most playable football sim ever, 
now Player Manager aims to bolt i 
on management elements while 
leaving all of the excitement of the 
actual game intact. Probably the 
first game ever to successfully 
combine detailed strategy with 
arcade style action. 
ACE RATING 930 




BUDOKAN 

Electrons Arts; £24.99dk 
Martial arts games come and go, 
and often new efforts are greeted 
with a huge yawn. Budokan is a 
refreshingly good martial arts 
game. There are four arts to train 
in: Karate, Kendo, Nunchaku, and 
Bo. Training is integrated with tra- 
ditional warrior culture, and the 
game culminates in competition at 
the Budokan. Nice graphics, and 
the usual finger gymnastics to 
perform moves. Worth a look if 
you like this sort of thing. 
ACE RATING: 825 
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TOWER OF BABEL 

Microprose; £24.99dk; Atari ST 
version reviewed Issue 29; ACE 
RATING 930 

A stunning 3D puzzle game from 
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Pete Cooke, the man responsible 
for Tau Ceb. Help the Zantonan 
spider-robots escape from the Shi- 
narian lowers by solving the puz- 
zles on each level. This is all brain- 
work so won't please hardened 
arcade fans. If you enjoy using the 
old grey matter you will love it. 
ACE RATING 935 



RATING: 845 

A footie management sim with an 
arcade style game- The presenta- 
tion is superb, with lots of animat- 
ed icons and so on (although 
these do slow down the games 
responses somewhat. Unlike 
Player Manager this game boasts 
a side on view of the pitch a la 



FIRST CONTACT 

Microprose; £24.99dk 
A strategic arcade game set 
aboard an inter-galactic communi- 
cations station overrun by aliens. 
You must coordinate a team of 
drotds to counteract the alien 
attack. Fast Contact requires a 
good combination of arcade and 
strategy skills making it quite 
accessible, but providing long- 
term depth. 
ACE RATING: 810 
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SPACE ACE 

£mp*re; £44,95dk; Amiga ver- 
sion reviewed Issue 30; ACE 
RATING: 725 

Arcade movie in which a quick joy- 
stick reaction is required at the 
right moment during an animated 
scene. All the animation is superb 
land uses a special 4096 colour 
mode, so it looks just like the 
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Match Day. Doesn't look quite as 
slick as the Amiga version. 
ACE RATING: 800 

GHOSTS 

'N' GOBLINS 

Capcom/E/ite; £19.95 
This elderly arcade hit was the 
first to feature Capcom's cute 
knight (who is also to be seen in 
Ghouls 'n' Ghosts). The game is a 
fairly standard left to right 
scrolling shoot and jump affair 
characterised by its addictive 
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same game on the Amiga), but 
the gameplay is sadly lacking. 
ACE RATING: 720 

MANCHESTER 
UNITED 

Krisalis; £19.95dk; Amiga ver- 
sion reviewed Issue 32; ACE 
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gameplay and cute graphics. Elite 
had a big hit with the 8-bit ver- 
sions of the game and have finally 
come up with the 16-bit versions. 
The ST game looks good and 
plays well but sound lets it down. 
ACE RATING: 790 

STRYX 

Psyclapse; £19.95; Amiga ver- 
sion reviewed Issue 31; ACE 
RATING: 790 





An impressive multi-part arcade 
adventure which has been deliber- 
ately designed with small well-ani- 
mated sprites to give a large play- 
ing area on-screen. This version is 
almost identical to the game on 
the Amiga, and just as much fun 
to play. 

ACE RATING: 790 



ARCHIMEDES 



TRIVIAL PURSUIT 

Domark; £29.99; Amiga version 
reviewed Issue 16; ACE RATING: 
614 




machines to get the funniest 
effects. This is a brave attempt to 
do the same on the Spectrum, but 
unfortunately the game doesn't 
quite come off with just two 
colours and feeble sound. 
ACE RATING: 500 




The latest version to join 
Domark's stable of board game 
conversions. Like the early 16-bit 
versions, the Archimedes game 
makes good use of sound and ani- 
mated graphics to spice up the 
questions. A good substitute for 
the real thing (especially for solo 
players) even though you can easi- 
ly cheat. 

ACE RATING: 700 



ZX SPECTRUM 



FIENDISH FREDDIE'S 
BIG TOP OF FUN 

Mindscape; £9.99cs»£14.99dl<; 
Amiga version reviewed Issue 
24; ACE RATING: 775 
The 16-bit versions of this circus 
game worked well because the 
programmers were able to make 
maximum use of the advanced 
graphics and sound on those 



C64 



E-MOTION 

US Gold; £10.99cs*£14.99dk; 
ST, Spectrum, PC, and Amiga 
versions reviewed Issue 32; ACE 
RATING: 880, 825, 850, and 
890 respectively 

E-Motion is one of US Gold's more 
original recent releases. The idea 
is to steer a sphere into other 
spheres causing them to knock 
together and neutralise each 
other. This version features rather 
stunted looking graphics, but oth- 
erwise plays well. 
ACE RATING: 830 
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Flight Of The Intruder takes you into the deadliest air combat environment the world has ever known 
- the skies above North Vietnam. 

In 1972, the USAF launched Operation Linebacker. US forces and their South Vietnamese allies are 
locked in a life and death struggle with the fanatical North Vietnamese Army. You must stem the tide 
of the North Vietnamese offensive by cutting its vital lifeline to its front line troops. 

From the US Carriers in the Gulf of Tonkin on "Yankee Station" you must attack a variety of 
installations defended by surface to air missiles and the MiG fighters of the skillful and determined 
North Vietnamese Air Force. 

Only team work will get you back alive. The "IRON HAND" flights must destroy or suppress the 
surface to air missiles whilst Comba>Air Patrol aircraft circle high above the strike force looking out 
for enemy airartdtaally. the spike aircraft must find «md attack the target braving a hail of small 
armsamdj^j^^^^fc^Uii<lire at low level. Individual survival is not the only measure of success, 
I iaJM fen as a whole that counts - there is no place for seekers of individual gloi 








FEATURES 



Choose between two ot the best oircrofl thot ever llew.Thef-4 
Phontom is fast, powerful and equipped with highly advanced 
avionics. It is so flexible that II can perform any type of mission. 
TheA-6 Intruder has the first all weather computer operated 
weapons guidance system (DIANE) and an outstanding weapons 
load, both hove stood Ihe lest of time and are still in service. 

(§) Up to 8 friendly and 4 enemy aircraft on screen simultaneously. 

•I' 2 different aircraft accuralely simulated. 5 different roles; MIGCAR 
IRON HAND, or STRIKE. 

- j- Realistic mission environment with enemy artificial intelligence. 

Switch between friendly aircraft In flight. 

■:■ Carrier take off and landing with "MEATBALL" landing aid. 

■ ■ in flight radio messages with radio message queuelng system. 

■ | View from oil aspects and 14 In cockpit views. 

■±- torge numbers ol mobile targets including trucks, trains and 
barges. 



Bus 



Reollsttc terrain token from contemporary operations maps 
including Hanoi, Haiphong and Than Hoo. 

Instont "Quicksort" option. 




WfOT^H^O^WAJ^K ^tjCEET LONDON SE1 0SVV;>S#pM*ONE.OI.928 1454 FAX 01 583 3494 
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ED-PAL enable* you to work an sev- 
eral different graphics standards 
simultaneously - in the panel on the 
left there** a CGA display with, in 
the centre, an area showing the 
same image in VGA 



Coktel Vision 
are one of the few 
software houses 
in Europe who 
are really going 
all out for the 
CD games market. 
And they've got 
the tools to do it, 
as we discovered 
when we visited 
them in France 






Marseilles Nice 



Coktet's offices are in Meudonles- 
Hiiis - about ha\f an hour on the 
Metro/ram Central Paris 



Coktel Vision are not your average Euro- 
softco. What on earth does a small 
company like this think it's doing, mak- 
ing elaborate plans to be a world force 
in the CD-I market in five years' time? 
It's only big, bad American multination- 
als like AIM and Electronic Arts who 
can afford such techno-strategies, 
right? 

Er...well, perhaps not quite right. When we 
stepped into Coktel's luxurious offices just outside 
Pans at Meudon-les-Bois, were led by a welcoming 
Roland Oskiam into his even more luxurious office, and 
regaled with stories about the great games future of 
CD-I, we thought he was having us on. After all, people 
are talking in terms of £750,000+ development costs 
on even the simplest CCM products and here's a man 
who thinks he can take on the big boys and win. But by 
the time we left, we were convinced. What's going on? 

First, the basic argument. 'CD-I has to be the most 
important games product for our market,' says Roland, 
'Even the Amiga CD-ROM machine isn't that important 
as far as we are concerned, though the work we do 
now on CD-ROM is leading us into CD-I. We're already 
fully acquainted with the development specs of CW, so 
it isn't difficult for us to carry out work on one standard 
which will later be useful on another.' 

But what about money? How can they afford it? *We 
produce seven to eight games a year, and although we 
may not be so well known in Britain, in France, Spam, 
and Italy we do very well - especially with educational 
titles. One of our educational games. Ballade au Pays 



du Big Ben. has sold over 35 thousand copies m 
France alone. We are investing a lot of money in new 
fechnology over the next two to three years. Our real 
aim is to prepare sophisticated games and education- 
al products for new technology markets.' 

'But aren't you two years too early?' we asked. 
'Not at all,' responds Roland confidently. 'Did you know 
that in Italy they are already selling encyclopaedias 
from door lo door?" 

'Er, yes,' we replied, 'but they do that in Britain as 
well, and they've been doing it for about 100 years!" 

'Yes,' says Roland, 'but these encyclopaedias are 
on CD-ROM! And they've already sold 12000 of them! 
People are paying up to £2000 a time for these sys- 
tems plus the disks - and in the French store General 
you can get a CD outfit for under £500. Innelec (one 
of the big French distributors) has already created a 
special division to sell CD-ROM material. And you think 
we're too early??" 

'Companies like Ocean think they can sit back and 
wait till there's a CD market and then wade in and sell 
games. They're mad! What's going to happen is that 
when mere's a market, big boys like Hachette - 
turnover £500 million - are going to jump in, and jump 
all over people like Ocean who won't have either the 
money or the expertise. At least we'll have the exper- 
tise, which they'll need and they'll have to pay for!" 

By now the ACE Team was beginning to feel a bit 
sheepish. But we still had one card up our sleeve. 
'OK,' we said, 'Come on then. Show us this expertise, 
Mr Oskiam.' 
So he did... 
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One of Coktel's inhanvi- animation tools - this one 
mattes complex wireframe models to be constructed 
and animated in real time. What's more, there are great 
memory savings, enabling Coktel to Jit more animated 
images into a program than u>ould be possible using 
other tee Uniques 




Roland Oskiam certainly enjoys his 
Job - but then who wouldn't with all 
that mega kit to play around with! 




Coktels graphics programming team at work in Mcudon. 
Communication with the other programmers in Bor- 
deaux Isn't going to be a problem - French Telecom is 
about to introduce a system that allows you to whatlop 
64K a second down the line 

THE LOMM BOMB 

The big problem with CD storage is also its big 
advantage - it can bold vast quantities of data. If it 
currently takes up to three months to create 50 good 
graphic screens, how long will it take to create over 
72000! Many people think the answer is to use exist- 
ing film tootage, but as Roland points out this isn't 
, mix ' use. 

■One hour of film isn't going to give you an inter- 
acts expenence. let alone a game,' he points out, 
"What we need are real-time interactive displays and 
Dregenerated screens for animation.' To deal with 
this, Coktel have set up two development teams - a 
graphics secbon in Paris and a systems program- 
ming house in Bordeaux. "Wherever possible,' says 
Roland, 'we try to produce our own utilities and we've 
been very successful at it.' 

The most important of these is LOMM, a multi- 
media management system that provides very power- 
ful facilities for handling graphics and sound as well 
as interaction. This is backed up by ED-PAL, an inge- 
nious graphics processing tool that allows graphics 
to be developed simultaneously for different systems. 

In addition, there's Sequencer MDO, a very pow- 
erful animation package which we saw running the 
best animated human image we've yet seen for 
games purposes. There are also two 3D animation 
tools - DGS. which is used for complex applications 
requiring pre-calculated pictures and 3D MDO Anima- 
tor tor real-time. 

To help with all this, Coktel have an £80K graph- 
ics processing computer, Getns, which manipulates 
images on a staggering 40O0'4O00 pixel display 
and handles lightsource shading, surface texture, 
angle of view, and scaling. This system can calculate 
complex images and store them on disk, and can 
therefore be used for building up animation 
sequences for storage on CD. Just the ticket for 
those data hungry disks, eh? 

CD-I SPACE SIMULATOR 

Coktel Vision's European Space Simulator was 
launched some months ago, but the company are 



Pity you can't see this move! This 
animation utility gave us the best 
ever demo of an animated figure 
weve ever seen. It runs, jumps, 
crawls, climbs ladders, picks up 
objects, climbs ropes, kneels, falls 
over.. .and all in minimal HAM 
space, so you could see all those 
actions in a game. The game yigurr. 
of course, will be fully clothed and 
the system copes with that as well 




And just In case you're in any doubt 
□bout the graphic power of Getris, 
this image (taken from the packag- 
ing for Paris Dakar, was done using 
the system. 4000'400Q pixels and 
virtually unlimited colour poten- 
tial... 



now preparing something quite special - a CD-I ver- 
sion. 

Coktel have more than a passing interest in 
space technology, because Roland Oskiam used to 
work for MATRA and has close personal associabons 
with the European Space Agency, which has proved a 
fruitful source of authentic data and creative thinking 
for Coktel's space game. 

If you've missed ESS, the basic concept is a 
resources management game in which you build shut- 
tles and space stations, launch them, maintain them, 
and steadily build up an orbiting fleet of hi-tech 
assets. 

The CD-I version will draw heavily on exishng ESA 
film footage and make particularly good use of 
authentic sound recordings. It's the perfect example 
of a project that works reasonably well on computer 
but takes off - literally - when it comes to CD imple- 
mentation. 

'As far as the CD-I hardware standard is con- 
cerned,' says Roland, 'of course it could be better. 
But no developer is ever happy with hardware stan- 
dards. However m CD-I we have what we need to cre- 
ate a mass market - and thar/s what matters. In that 
market, there are going to be completely different 
kinds of entertainment, and a product like European 
Space Simulator can unite Coktel's biggest strength - 
the combination of gameplay and education.' 

We'll be bringing you more information on Cok- 
tel's CD-I game development as it progresses. One 
thing's for certain, with 4000*4000 pixel graphics 
development, CD quality sampled sound from outer 
space, and the European Space Agency on tap, if s 
going to be quite some game! 
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Some of Coktel's educational projects use a hypertext 
system - in this one you can get more information by 
clicking on the red text "buttons' 



This utility really impressed us - the assembly code for the program is in the upper window and 
the game runs in miniature in the bottom left. You can edit the graphics in any way you like and 
the assembler automatically edits in the new data, recompiles it, and runs - ail In a flash. What 
a doddleF 
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We check out the 
first games missile 
that Ubisoft are 
launching in their 
bid for world 
domination. ..BAT, 
a 22nd Century 
ACE exclusive... 



ime was when French software was a 
pretty mauvais load of old cobblers. But 
times have changed... 

Ubisoft weren't much more than 
a blip on the games scene here in the 
UK until recently. A small company on 
the outskirts of Paris, they recently 
scored a hit with Pro-Tennis Tour and 
now rty've come up with something that looks as if 
it cofl be a definitive menu-driven graphics adven- 
ture and proof positive that French software is des- 
tined to play a major role in the world games market. 

Perhaps because of their obsession with comics, 
ranging from Tintm and Astenx to more obscure 
offerings, the French have always favoured the graph- 
ic adventure genre. This led to problems in gameplay 
- as far as us Brits are concerned - and many early 
jeux failed to cross the frontieres due to their exces- 
sw reliance on pretty pictures. 





3l- 

if-: 



Left to right: Philippe Deramhure, 26, programmer; 
Razenn Leard of Ubisoft: Olivier Robin. 23. music pro- 
grammer; and Olivier Conlnleani. 23, graphic artist. 





A perfect example of this was Chronoquesf, 
which Psygnosis once had the misfortune to license 
from a French development company. This game had 
superlative graphic screens but when it came down 
to gameplay it was a nightmare combination of poor 
mouse control and illogical puzzles. Result: une dinde 
(or a turkey to you and mel. 

Things began to pick up, however, with Captain 
Blood from Infogrames - a game that boasted some 
excellent graphic ingenuities ranging from unusual 
icons and fractals to animated alien faces - and with 
the arrival of SAT it's finally time for the rest of the 
world to face up to a fiercely competitive French soft- 
ware bizz. 

THE STUFF OF DREAMS 

BAT was programmed for Ubisoft by a small develop- 
ment outfit called Computer's Dream, consisting of 
15 programmers and other skilled participants. Four 
members of the group concentrated on the project 
and we met three of them in Ubisoffs Paris offices 
(the fourth, Herve Lange, was busy taking exams, 
poor chap). 




We're here! Ubisoft 's Rosenn Leard 
points out the location of the compa 
ny after the intrepid ACE reporter 
got hopelessly lost in an uncharted 
world of tittle old French ladies with 
poodles and panlers 
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Computer's Dream is under contract to Ubtsolt 
and SAT is the first of a series of games planned for 
the company. CD were previously responsible for sev- 
eral very successful French games on the Amstrad 
CPC's but these were not well-known in the UK. BAT 
looks set to change all that... 

The game takes place on the planet of Selenia, 
populated by humans, robots, and aliens. The plot 
isn't exactly original (most plots aren't) as you attempt 
to track down the evil genius Vrangor who is threaten- 
ing to destroy the planet. To help you, you have a com- 
puter implanted in your wrist and a choice of some 
pretty awesome weaponry. You also have a hologram 
of a chap called Merigo, who is one of Vrangor's 
known accomplices. 

Gameplay is both original and absorbing. Sprites 
flit across detailed and attractive backgrounds and as 
you move the cursor across the screen it changes 
shape, indicating different possible actions. There are 
twelve different cursor-icons, ranging from simple 
move and use options to eating and talking. 

Interaction with other characters in the game 
depends on their type. Apart from being either human, 
robotic, or alien, they are also either static or dynamic. 
Static characters simply remain in one place and may, 
or may not, have something to tell you. Dynamic char- 
acters can engage in dialogue. Not everyone speaks 
English, however, so you may have to resort to your 
wrist computer for a translation. 



CD 

(Computer's Dream) 
on (he CD-Amiga: 

"A dream..." 

Philippe Oorambure. programmer 

"An expensive 
dream..." 

Olivier Cordoleanl, graphics nrtl*t 

"Rut a musician's 
dream, nevertheless..." 

Olivier Robin, music programmer 



A quick spat of flight simulation to 
keep you on your toes - complete 
with solid 3D display. And below 
right you can see how it looked 
when lr u'li.s still on the games 
designer's drawing hoard 









CD GO CD 






GAMES WITHIN THE GAME 

The wrist computer is almost a game m itself. You c* 
program it for several different functions in a simtf 
BASIC-type language. Typical applications are mstanfl 
neous translation of various different tongues and tn 
detection ol killer robots who may be trailing you. 

There's also a flight simulator feature within BAf> 
that offers further diversion - you can fly around tit 
planet in your shuttle, enjoying 3D views ol other crrf 
and the landscape. And of course there are numeral 
opportunities for combat, which initially tends to be 
determined by strength of firepower rather than skill. I 

Finally - and typically where French games an 
concerned - BAT has RPG and adventure tendency 
as well as arcade action. At the beginning of the 
game, you use a very effective character defimticr 
routine to build up your game persona and give it * 
name. Characters can be saved to disk and are but 
up from six standard attributes (strength, charisna 
etc) which in turn affect the characters performances 
each of fourteen skill levels (see screenshot). 

Interaction is by menu as well as by cursor-tec* 
and there are numerous adventure-style encounters 
with other characters, objects, and locations. To bad 
up the gameplay, the program comes complete with 
comprehensive documentation on the planet and the 
characters involved. 

It's obviously too early to guess at what sort at 
rating BAT is going to receive once it arrives on the 
ACE reviewer's bench, but this early glimpse was vem 
encouraging. One thing's for certain, French software 
no longer conjures up images of all pretty-pretty pic- 
cies and no gameplay. With games like this, us Bnts 
have got a goldmine of entertainment waiting to be 
opened up just across the Channel. 
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An early sketch of the subterranean part of the BAT map 
- which feature* Dungeon Master style graphics as you 
race down the funnels in search of the evil Vrangor 



Computer's Dream are understandably excited 
by the new CD-Amiga and about CD-I and CD- 
ROM in general. 'We may convert S^Tfor the 
CD Amiga,' says Philippe, 'and we're currently 
working on an entirely new CD (as in compact 
disk) game called Xana-Than: 

Computer's Dream call Xana-Than a 
'biogame' - 'H will have over 1000 independent 
characters who will live out their own lives, creat- 
ing a fully sustained natural and social environ- 
ment.' 

CD technology certainly suits the French 
style of gaming, offering unlimited storage for the 
beautiful graphics and extensive text interaction 
that is so popular in France. Computer's Dream 
look set to be one of the first into the new tech- 
nology market with some stunning products. 
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First you have to build your character. Dividing points 
between the six attributes automatically generates the 
red line graph at top right, which instantly show* the 
connpnndlng skill strengths Jar each change in 
attribute balance - clever, eh? Weapons are selected 
from top right and range from pencil-sized guns to a 
monster that can demolish whole buildings 




Anlnutx in action - the programmer has sim- 
ply drawn a line across the display with the 
cursor - this is the path the sprite will fol- 
low... 



Having selected a sprite, all you have to do 
now Is specify the spu d 




A typical curly location - lots to see. with the odd sprite 
./lining about. Moving the cursor over the landscape 
mutts in several options - here you can just make out 
a speech bubble over (fie character on the left, indicat 
ing that he is ready to tell you something 



Computer's Dream have produced 
some very powerful in-house utilities 
to help them produce BAT and 
future titles. Two programs that we 
particularly liked were Ammax and 
Musical Dream. 

Animax is a sprite animation, 
positioning, and programming utility 
I rial enables the programmer to 
build up animation screens rapidly 
and effectively, linking them in simul- 
taneously to the main program code. 

Musical Dream does a similar 
job with the soundtrack. Olivier 
Robin's utility is effectively a 1 6- track 
MIDI sequence' thai takes input 
Irom a standard keyboard or other 
MIDI device and then converts the 
data into tiles suitable (or inclusion in 
the main program. II can also handle 
and edit 8-bit samples. 




Music Dream - 1 6 bit sequencing power with sampling, 
editing, and data preparation all built In 




Aha) Youve made it to les toilettes,! This 
character has something for you - your mis- 
sion details and document ulion. to he exact 



Your computer implant can not only warn you 
of danger - it can also keep tabs on your per- 
sonal status. Best bit. however. Is program- 
ming it to spot hostile robots... 




You get hungry and thirsty as you move about - vending 
machines mill reward financial input with a selection 
of exotic feeds 



Menu interaction here means exactly 
that - choose your meal from the menu 



"My favourite 
English games are 
Shadow of The Beast 
from Psy gnosis for its 
use of the Amiga, Ring 
of Zilfin for its atmo- 
sphere, and Populous 
for a great idea. " 

Phlllppo Doromtouro 




Oopsf VouVe run into a spot of bother - one of Vrangar's 
robots is onto you and your life energy is falling dramat- 
ically. Better hit the Tlee 1 button at top right... 
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Rainbow Islands 

from Ocean 

This fallow up to Bubble Bobbie 
looks set to be as much ot a hit 
as Oceans last cutesy game. 
New Zealand Story. It combines 
colourful visuals with frightening 
ly addictive gamerjlay. with the 
result that you end up with one 
hell of a game. 

Graphics nave been downloaded 
from the original arcade version 
and the moves are just the 
same Lead Bub and Bob to the 
too levels by firing rainbows into 
the air and then climbing them 
When you reach the top of a plat- 
form, you can collect thousands 
ol bonus points. There are 
seven islands lo complete, each 
one more challenging than 
the last 

'GraHgold s ST Version of Rain- 
bow Islands is one of the best 
coin-op conversions to have 
appeared in along time' Malt 
Evans. ST Format 




Ol 




Fiendish Freddy's 
Big Top of Fun 

from Mindscape 



Mindscape's circus extravaganza 
brings you thrills, spills and a 
whole barrel o laughs Dive from 
high boards. walk tightropes, be 
fired from cannons, swing on 
trapezes, throw knifes and juggle 
in a desperate bid to save the cir- 
rous from the big bad bank 
An original mulu-event game with 
a wicked sense of humour! 




BIG FOUR MAILORDER 

• Fast delivery 

• Friendly service 

• Fabulous savings 
We're backed by the resources of 
one of Britain's most successful 
publishers so you can order with 

confidence. 

It's so simple! 

You may find it hard to believe that 
we re GIVING away software but it's 
true. You simply buy any of the titles 
on this page at the normal retail 
price listed and then you can pick 
any other title (or the same title on a 
different format) absolutely free of 
charge! 

The only condition is that the value 
of the free game must not be 
greater than that of the game you're 
paying for. 
Apart from that there are no 
strings attached. It's literally TWO 
for the price of one! Or FOUR for 
the price of two...the sky's the limit! 
Have you ever seen a better 
offer...? 

FIRST CLASS POST, PACKING 
& VAT, INCLUDED 



Fiendish Freddy 

Amstrad CPC Cass 

Amstrad CPC Disk 

Commodore 64 Cass 

Commodore 128 Disk 

Spectrum 48K Cass 

Spectrum 128 Disk 

Atari ST Disk 

Amiga Disk 



PRICE COM 

£9.99 BF847AC 

£14.99 BF848AD 

£ 9.99 BF849CC 

£14,99 BF850CO 

£9.99 BF851SC 

£14.99 BF852SD 

£24.99 BF853ST 

£24.99 BF854AM 




Black Tiger 

from U S Gold 



US Gold have had major hits with Strid- 
er and Ghouls n Ghosts. Now conies 
(heir latest horizontally- scrolling action 
game. Black Tiger. 

In a similar tashion to Ghouls, the ooiec 
live is to charge through horizontally- 
scrolling levels, climbing ladders and 
lollowing red arrows to the end o( the 
level. Along the way, light ugly gar- 
goyles, snakes and even deadly orchids 
using your powerful weaponry When 
the going gels tough, disappear inside 
the shop, pick up some extra weapons, 
and go out for another merry blast. 
If you re a fan of horizontally-scrolling 
action games, you'll love this one. 





ORDER HOTLINE 0458 7401 1 



Post to: Big Four Mail Order, The Old Barn. Somerton, Somerset TA11 7PY 
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Cabal from Ocean 



Go crazy in carioonland with 
Cabal. A tone trooper, he's 
dropped behind enemy lines 
and must fight his way back 
home. Level after level musl 
be cleared of buddings and 
bad guys with machine guns, 
grenades and bazookas. It 
looks like Operation Wolf for 
the under fives but plays like 
a vet. 




. I want to take advantage ol this remarkable way of buying software. 
The game(s) I would like to BUY are: 



rule 


Machine 


Order Code 


Price 


















The game(s) I would like FREE are: (You may claim one free title lor each game bought. 
The total price of the tree game(s) must not be greater than the total pnce of the paid-for game(s).) 


Title 


Machine 


Order Code 


Price 








FREE! 








FREE! 
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ADDRESS 



PAYMENT BY: Cheque Access 
CREDIT CARD NUMBER 



Visa 



EXPIRY DATE 



POSTCOOE 



Please make cheques payable to 

"Big Four Mail Order". ace june 




Cabal 

Amstrad CPC Cass 

Amstrad CPC Disk 

Commodore 64 Cass 

Commodore Disk 

Spectrum 48K Cass 

Spectrum -3 Disk 



^ Man ST Disk 
■ Amiga Disk 
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Just the job for Treasure Trap fans - the new Nautilus 
underwater exploration vehicle 



Atlas supporting the uwrtd - Science city is Jull of mini 
exhibits like this, featuring videos, touch screens, and 
even data terminals far you to • 




a trip to 
the future 



Electronic Zoo are 
offering you the 
chance to win a 
fabulous trip to 

Paris' Science City 



Electronic Zoo are one of the newest 
games software houses around. They've 
got a sister company in Baltimore USA 
and they're determined to take the games 
market by storm. They're also determined 
to take an ACE reader land his/her com- 
panion} to Paris and give them the time o( 
their lives... 
So where will you be going? And how? 
The lucky winner will fry from Gatwick to Paris' 
Charles De Gaulle Airport and stay at a hotel in the 
centre of the town overnight on a Friday (the dates will 
be picked in cosultation with the winner, so you can be 
sure it'll be convenient). On Saturday, after a hearty 
French breakfast of bread and water (OK, maybe 



something a teensy bit more interesting: bread and 
Perrier, perhaps) you'll be hustled off to Paris' Science 
City at Le Pare de la Villette. 

Saturday evening you'll enjoy a sumptuous meal at 
one of Paris' top restaurants with Zoo staff and a rep 
resentative of the ACE Team and on Sunday (after 
more bread and water - you probably won't want any- 
thing else after Saturday night) you're free to wander 
around as you please - except at lunchtime, when Zoo 
will positively insist that you eat yourself silly. 

The flight back to Gatwick leaves on Sunday 
evening, giving you time to get tucked up in bed ready 
to tell your mates on Monday morning. And all these 
arrangements are flexible so if you live in the Orkneys 
we'll see what we can do for you. 



YOU CAN READ MORE ABOUT SCIENCE CITY 

ON PAGE 79. 
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WHAT'S IN THE ZOO? 



Electronic Zoo haven't been idle since they set up in business just under a 
year ago. They're a licensed Nintendo developer, authorised Sega develop- 
er, and are also developing for the Atari Lynx. All work is done by in-house 
development teams, who are also working towards Zoo's first Arcade 
machine which they hope will be released by the end ot this year. 

First game out of the cage is Treasure Trap (reviewed in this issue) 
which resurrects the isometric 3D standard with a wealth ot payability and 
graphic detail. There are over 100 rooms to explore in an underwater envi- 
ronment, together with lots ot unusual puzzles and novel graphic effects. 

On the horizon (or out in space) is Xiphos, a solid-3D space scenario 
which Zoo reckons beats all previous comers in terms of gameplay. You 
can visit space stations, chat to aliens, meet exotic creatures, and kill them. 
Although we haven't seen a copy yet. Zoo claim the game is '...super fast, 
with complex objects and surface detail'. They also say it has 'billions of 
polygons' but we think this may be just a wee bit of an exaggeration. It 
does, however, look very interesting indeed and we might be able to grab a 
couple of free copies off them for the winner if you're really lucky. 

Zoo also have three other state-of-the-art games under development for 
release in 1990, including a new helicopter simulation for Christmas. Watch 
out for them... 




Inside Science City - you can get an idea about the 
scale of the building Jrom the figures at the bottom left 



WHAT YOU 
HAVE TO DO. 



II couldn't be easier. All you have to do is use 
your infinite skill and judgement to answer the 
three questions elsewhere on this page. Jot 
your answers on a postcard, together with your 
name, address, age (we need this because of 
regulations concerning international travel), and 
the computer you own. Just to give us some 
feeoback. you can also tell us which sections in 
this issue ot ACE you (a) like the most and (b) 
like the least. Finally, make sure you include a 
daytime phone number if at all possible, so we 
can tinkle your bell to let you know when you're 
off to Paris. 

Then post off the card to: Zoo Competition, 
ACE Magazine, EMAP Images. Priory Court. 
30-32 Farnngdon Lane, London. ECl R 3AU. 
The closing date for entries is 7th June 1990. 
The winner will be the first correct qualifying 
entry drawn from the hat - and no arguments, 
please, parce que the judges' decision is final. 
The result will be announced in the August 
issue of ACE (on the news stands from the 5th 
July). 




The escalators leading to Exptora - 
the principal permanent exhibition 

The main halt In Science City - the 
dilutions arc mostly an the first 
Jloor. overlooking the arena 




Trap - underwater bubbly fan. reviewed in 
this issue on page 52 




THE QUESTIONS 



1 . What's Electronic Zoo's 
underwater isometric 3D 
adventure called? 

2. Where is Paris' Science 
City located? 



3. Is the photograph (left) 

(a) an alien in Xiphos 

(b) the editor of ACE 

(c) the projector in the 
planetarium at Science 
City 
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THE DESIGNER LABEL OF THE MILLENNIU 



SPRING COLLECTION 




Please rush me an ACE poloshirt S □ M □ L □ 

I enclose a cheque/postal order for 8.99 inc p+p. (Make cheques payable to EMAP B+CP) 
NAME ADDRESS 



Send to: ACE Spring Collection, 30- 32 Farringdon Lane. London EC2R 8 BD 



MULTIMEDIA 





Every year over four mil- 
lion people visit Le Pare 
De La Villelte, an aston- 
ishing location in the 
North West ol Paris that 
cost over half a billion 
pounds to construct and 
is run by a staff of over 
900 people. 
The City of Science and Industry, 
to give it its full title, is both an edu- 
cational multimedia centre and a true 
'city' with activities, facilities, and ser- 
vices. Its exhibits span the distant 
past and the far future, and many of 
them are highly interactive. As a 
showcase for technology it must be 
one of the most impressive living 
museums' in the world. 

When you arrive, you buy a ticket 
to the permanent exhibitions (which 
come under the generic name of 
Explora) and you are then free to wander throughout 
the displays, which cover the physical universe (the 
oceans, rocks, volcanoes, space and so onj, natural 
sciences (environment, agriculture, mankind), com- 
munication, and material physics (matter and energy). 

Almost every exhibit is supported by video dis- 
plays, and there are even touch screen computer 
systems at various points throughout the City where 
you can interact personally with the systems and 
gather more information. Naturally all the written and 
spoken information is in French, but you can rent a 
headset at the entrance that will give you an English 
guided tour. 



While ACE was 
checking out Ubisoft 
and Coktel Vision in 
Paris, we discovered 
somewhere rather 
special. Here's what 
we found... 



T^ 1 ^ Aft 



Visitors using Mini tel. the computer terminal system 
devised by French Telecom and now installed in mil 
lion* of hornet. Logon, and you're Into a world of micro 
communications thai can open up opportunities ranging 
from home shopping and directory enquiries to dubious 
physical encounters with the opposite sex 



FAT CITY 

Make no mistake, this place is 
BIG. Once you get through the 
doors, the first thing that strikes 
you is the scale of the place. 
The architecture is ultra-modern, 
with vast steel tunnels and pipes 
rearing up through the halls. Vast 
exhibits are everywhere - from 
space stations to submarines 
(two, actually, when we visited). 
Special exhibitions are changed 
regularly and take place in 
closed off areas, some of which 
are pretty impressive in their 
own right. There's a planetarium, 
for example, and a vast 
geodesic dome called the Geode 
which houses special presenta- 
tions and performances. 
You can eat there as well, of 
course, in a small cafe high up 
overlooking the top of a satellite. And you can check 
out some more natural exhibits if you want by wan- 
dering along the Green Bridge' - an 
enclosed tunnel of glass full of mist 
sprays and exotic plants that runs 
across the City mam hall, high in the air. 
Other regular exhibits include: 

• The World of Sound: here you 
can play memory and perception tricks 
in the 'Sound Bubble' - a huge carbon 
dioxide bubble that illustrates sound 
refraction and propagation; 

• The Images Exhibit, where you 
can check out thermography, infrared 
cameras and other hi-tech video appli- 
cations; 

• Robots - we were particularly 
impressed by one that was over 20 feet 
high! 

• Computers, including a flight sim- 
ulator and robots programmed using 
artificial intelligence techniques. 

France probably seems like a long 
way to go for a museum visit (unless 
you wm our competition on page 76, of 
course) but if ever you do find yourself 
in Pans we reckon anyone who's keen 
on future technology would really miss 
out if they didn't include it in their 
itinerary. 




An Art an c project space module 
just one of the larger exhibits 



I: 

J. torn 
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A visitor using a touch screen com- 
puter to Interrogate one of the City's 
many information retrieval systems 



The Geode is a multimedia theatre, 
designed by architect Adrten Fain m I 
ber. I IB feet wide, it seats 370 peo- 
ple and has a 10760 square foot 
hemispherical screen made of thin 
perforated aluminium sheets. 
Twelve large speakers behind the 
screen spatiatise the sound and 
heighten landscape effects and the 
Images' psychological Impact, (f you 
could plug a joystick into this one, it 
would have to be the ultimate games 
machine! w 




HOW TO GET THERE: 



Take the Metro to Porte de la Villette. The 
city is open Tuesday to Sunday, 1 0am to 
6pm, and the admission fee varies 
between 23 francs for a reduced rate gen- 
eral pass to 200 francs for a complete 
pass to all exhibits. Telephone 46 42 13 13 
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R ATM AM ' S ° 5nat ^ ow ' n tne darkness, 
DM I IflMIl as elusive as a dream. High 
above the seamy streets of GOTHAM, he is a 
criminal's nightmare.The only hope for a desperate 
city - BATMAN. 
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ACE NEW WORLDS 

US GOLD/LUCASFILM S LONG-AWAITED BLOCKBUSTER REVIEWED 




if. 



Luum 



Here it is at last. A game produced by 
a former programmer/designer of 
Infocom, responsible for some of 
their greatest games (including the infamous 
Beyond Zork). and published by Lucasfilm - the 
company wtio gave you ZakMcKracken and 
Indiana Jones - The Graphic Adventure. 

With a pedigree like that, you'd be expect- 
ng something pretty special. And in some 
ways, Loom is special. Let's tot up the score 
for and against... 

THE GOOD NEWS 

Brian Monarty and Lucasfilm have taken the 
typical Sierra animated adventure style and 
tried to give it a new dimension of quality and 
gameplay. First, they've done away with all tex- 
tual input and created a game where the 
screen display can concentrate on the action. 
The only other on-screen activity is the occa- 
sional icon at the bottom, identifying whatever 




item of interest the cursor is adjacent to, and a 
musical scale that is used for spinning drafts - 
or casting spells in oldspeak. 

This spinning draft business highlights 
another good aspect of Loom - the storyline. 
Although the cutesy names of some of the char- 



HIGH SIERRA? 



HetcheVs hut - she's looked after you for years, 
and now she's a bird! Maybe she left something 
useful lying around. This is where you find your 
first drafts and can get spinning a few spells 

acters (Bobbin Threadbare, would you believe?) 
are enough to make you puke and the dialogue 
is occasionally drenched in self-conscious 
humour, Monarty has succeeded in creating a 
powerful background story for his game by the 
simple expedient of putting rt all on an audio 



Most ACE readers will know that Siena On Line, producers of the Kings Quest Police Quest and 
Leisure Suit Larry games, have had enormous success with their combination of animated graphics and 
text entry. Tho baste Sierra recipe is a limited text input system combined with superlative ptcs and lots 
ol places to visit- 

ITS pretty obvious (hat Loom's design has been influenced by the Sierra titles, and equally obvious 
that Brian Monarty and the Lucasfilm team have tried to go one bettor. Have they succeeded? Here's the 
checklist... 

• The Loom graphics are just as good as the best Sierra pics - and sometimes better. The display also 
works differently, scrolling new areas into view when you approach the edge of the display rather than 
dissolving and then loading in the new picture. This speeds up gameplay slightly, especially il you use 
the scroll bypass key which flicks the new image into position. 

• S«erra games are often (rightly) criticised for 
being rather slow, especially if there's a lot happen- 
ing on-screen. The same is true of Loom but not to 
such a great extent. There's no command to speed 
up the display as there is in a Sierra game, but you 
oonl often feel the need for rt. 

• Both gamostyfes feature 'cut scenes' - animated 
Interludes which add to the story but, seen once, 
lose their appeal Loom has more of these than 
most Sierra games, but they tend to be shorter and 
you can bypass them with a press of the Escape 
key. 

• 8olh gamestyles feature labelled SAVEs and 
LOAOs. 

• Sound is of a similar standard if you have an 
add-on board, with Loom a bit ahead - and a lot 
further ahead if you've got an unei<panded 

macrwne. 

Anyone who's played Sierra games wilt ftnd 
several points of almost uncanny resemblance 
between Loom and its more established competi- 
tors In both loom and King's Quest IV, lor exam- 
ple, there's a sequence where you fall oft the end 
of a jetty and swim to the shore - the animation of 
the swimming cs almost identical. Convergent evo- 
lution? Or flattery through imitation? 





Loom handle* location graphics very well. S let- 
fa games tend In present uniform scale loca- 
tions - you see the character from close-up In 
his/her surroundings. Loom Is more movie like 
In that the graphics designers have put greater 
variety into the way locations are displayed on 
screen. In the shot above, you're uiatkuia down 
the mountainside and suddenly the display 
style switches as you approach a more interest- 
ing and detailed location. Also, in locations 
when you can walk into the distance, your fig- 
ure is scaled appropriately, unlike In the Sierra 
games where the animated character dlscon 
certlngly remains the same size as you move 
away from the player 



LANDSCAPE tl 

Suporb graphic locations would lake (his game clos- 
er to 100"fl It there were more ol them. Clever use ol 
perspective as your figure walks into the distance. 

ENCOUNTERS 70 

Not a lot to do when you meet people, except listen 
lo what they have to say - and the music they make. 

CHAL.LEMG E.,...,...>.i»t ( ti«*iitM4>> » . - * *.79 

Almost too easy lor the experts, but not too hard lot 
the novice. However It's a pity there Isn't more vari- 
ety of challenge. Persistence plays a greater part 
than Inspiration here. 

SYSTEAfl ...».»••«•»» ...........90 

Almost superb, but In the end the simplicity ol the 
interface forces a certain repetitiveness onto the 
action 

ACE RATING 

845 

Loom Is almost an outright winner - 
but It's a tad too easy and there's a 
tack of variety in the gameplay that 
isn't compensated for by the power of 
the narrative. 
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One big difference between Loom and the Sierra 
titles Is the way you can move around on screen. 
Most Sierra games feature several entry/exit 
points for each location, whereas Loom locations 
(end to be more limited, in many of them you can 
move only across the screen and not up and 
douin. This can sometimes be confusing, especial- 
ly in Crystalgard where the glass buildings pre- 
sent all sorts of levels, many of which take a lot 
of lateral thinking to access. Of course, you 
could say that this was part of the puzzle pro- 
cess, but sometimes it appears to degenerate into 
Illogicality. In this screen, for example, you cant 
enter the hut at top right, but can only move left 
and right... 




...and here you might think you could walk 
round to that crystal sphere • but you'd be wrong 

tape. 

The tape itself is pretty impressive. As 
Moriarty pointed out in our US issue earlier this 
year. This is not a rinky-dink production,' and 
wrth the might of Lucaslilm's production exper- 
tise behind him that's not surprising. It makes 
good listening and puts most other software 
audios to shame. It also sets up the story... 

It's a tribute to the tape and the game 
design that although you can start playing 
Loom almost straightaway and know what 
you're doing, there's no way I can summarise 
the complexity of the story here. Suffice it to 
say that things are going rotten. Young Bobbin 
must put all to rights by gallivanting round the 
world collecting sequences of four notes 
(drafts) which he can then use to solve puzzles 
by spinning' (casting) them on suitable objects 
and people. 

The presentation of the story throughout 
the game is as faultless as the tape - beautiful 
to look at and beautiful to listen to (tf you have 
a soundboard, that is - but even the standard 
PC beeping ts better than average). 

THE BAD NEWS 

The drawbacks come from the gameplay. The 
interface 15 so simple that exploring a location 
involves little more than moving the pointer 
slowly around the display, waiting for icons to 
flash up below. When they do. you're on to 
something. Double clicking on it will then take 
Bobbin up close enough to it for (a) its name to 
appear below the icon and lb) to spin drafts 
upon rt if required. 

And that's about it. The thinking part 
comes with noting down any discovered drafts 
and trying to work out what they do and 



where/how they should be used. Com- 
bine this with the fact that some of the 
puzzles are really extraordinarily easy 
and you lose out both on challenge and 
variety. 

The Loom recipe is frustrating 
because it's almost perfect. The com- 
bination of audio tape, superb anima- 
tion, sound, and storyline is potentially 
very powerful when it comes to narra- 
tive games. What's needed, however, 
is a mite more interaction with the envi- 
ronment and the people in rt. That 
doesn't need a text parser, but imagine 
what this system would be like with a 
couple command icons and the ability 
to swap control/viewpoint between, 
say, three different characters. Then 
you've got something really special. As 
it is, we're left with a game that's great 
for younger players but will leave the 
rest of us craving a tittle more zap. 




There are several people to meet in Loom, but interaction 
with them is /airly limited, in this case, however, tkt 
arrival of these shepherds was accompanied by the playing 
of a new draft - for invisibility. Should be useful, that. Loon 
handles different speakers by printing their dialogue in d\J 
ferent colours - a neat touch when there are several on 
screen at once. However, it would have been nice to havt 
seen a few people wandering about and an icon command 
or two to engage them in conversation. As it is. the charac- 
ters are diminished In stature through lack of interaction 



MASTERING THE THREADS 



You dont cast spells in Loom - you spin dralts. A draft is a sequence of four notes or threads. Each nole 
Is played using your Distaff (found af the beginning of the game - unless you're totally incapable), which 
is represented at the bottom of the screen together with a musical stave below it. 

Spinning drafts is really exactly the same as mixing spells, except that it alt happens musically. So 
instead of mixing wolfsbane, pig's trotter, dentist's dandruff, and tongue of Wogan, you play - for exam- 
ple - C.DAfi It you're standing next to an object (Indicated by the appearance of its «on AND its name 
at the bottom of the screen) this draft may have an effect. 

There are catches. First, as you can see from the screensbots, not all the notes on the musical 
stave are illuminated. Just as with traditional spell-casting, the more experience you have the more 
notes you can ptay - and thus the more drafts you can spin. And drafts may not always have quite the 
effect you intended, although as a general rule the program tends not to let you spin a draft if it Ism 
appropriate. 



REVERSE DRAFTS 

Drafts are found rather like spells in other games - by exploring. Certain objects and people in Loom will 
cause a sequence of notes to be played when they appear or when you click upon them. However, there 
are drafts that cannot be found this way - they're called 'reverse drafts'. This .s because Loom lets you 
cast spells - oops, spin drafts - backwards. This is simply done by playing the notes in reverse order. Of 
course this wont work with drafts which are palin- 
dromic (i.e. they are the same backwards as for- 
wards - e.g. DCCD). You do. however, need to 
cast several reverse drafts dunng the game and 
you won t find a reverse draft - you just have to 
work them out by referring to the ones you have 
found. It's not difficult - if you find a draft for dye- 
ing things green, chances are that it will bleach 
them white if you reverse it.. 

PRACTISE MAKES PERFECT 

Finally, expenence ts all in this game. Although 

there are several occasions in the game where 

you Oon'l really need to cast a draft to solve a Heres the perfect example of a reverse draft. 

puzzle, the more you cast, the better you get - i.e. spoul P rru * n(a w° u from crossing the sea. 

the more notes will be made available to you on J cmiu ■ drq/f whm "P™ - could that 

your distaff ° ' wiMtina drx ^ t - *** aak ourselves. And i/ it 

Is, could a mwrsed twisting draft be the solu- 
tion to our problems? 





Practise spinning drafts whenever possible, 
even i/ (here's no apparent point in doing so. it 
could raise your experience level and give you 
extra note on the distaff 



You can spin a draft on anything that comes up 
In the Icon panel - and in not always an object. 
Here you're about to lighten the darkness with a 
little number you should have heard in a nearby 
location 
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ForMard 
Move Back 
Turn Left 
Turn Rght 
Bash Door* 
Controls 
Disniss 
Exchange 
Quick Iter 

Search 
Unlock 
Uieu Char 




9BO Face= U 

✓61 2> Sure Ualla /H\ 
/H6 4 > Cassandra /23 
O 6> Terwin III /Hi 



Oufsidr locations in M&M2 arc initially a'lraclliv. but q/trr a while (he prvlfy blue skies begin to pall. 
At you can see. fhere isn'r a lot here to look at - but at least there's u lot to fight. ..and fight.. .and fight 

MIGHT AND 



MAGIC 




I t's here at last. ACE readers with very 
I long memories may remember that - 
I very many moons ago - we promised a 
review of M&M2, which looked set (at the time) 
to be one of the more interesting RPG products 
around. Now it's here. ..and how times have 
changed! 

The fact is that had this game been 
released two years ago. it would have been a 
winner. But by today's standards it looks 
appallingly outdated. Us ACE reviewers, howev- 
er, are not put off by outward appearance, so 
we gntted our teeth and got down to some 
serious monster bashing. 

M&M2 follows the old recipe made famous 
in The Bards Tafe series from Interplay. You 
create a party of characters, assigning to each 
one a set of attributes that will see them (you 
hope) through thick and thin. In the old days, 
you 'rolled dice' and the computer assigned 
random numbers for each attribute. Nowadays, 
programs either use more subtle means of 
determining character attributes (you have to 
answer soul-searching questions in Ufhrna. for 
example) or more sophisticated ways of dis- 
playing them (see Ubisoft's SAT and its 
attribute display m this issue). 

M&M2. however, sticks to its guns and 
gives us seven attributes and a roll of the dice' 
(literally - there's an attractive animated dice 
sequence) to fix them. The attraction of this 
method is that, every so often, you 'roll' a more 
powerful character. 

In addition to your attributes, you have to 
choose between eight classes (i.e. profes- 
sions) lor your characters. These range from 
Knights to Ninjas and include two types of 
magic user - clerics and sorcerors, This 
means two lots of spells to master, with the 
clerical spells being traditionally more associat- 
ed with healing. In each case there are nine lev- 



els of spells, with up to seven spells in a level. 
Magic users have a certain capacity for spell- 
casting and each spell drains their resources. 
In addition, certain spells require the magic 
user to dispense a gem or two. 

Once you've fixed the class of your charac- 
ter, you have to choose one of five races 
(gnomes, humans etc) and your alignment 
(good, neutral, or evil). You can also import 
characters from M&Ml, but note that these will 
reset to levels 6 or 7, depending on circum- 
stances. 

As always, your character attributes deter- 
mine many things during play, ranging from 
choice of spells to success in combat and the 
ability to use certain weapons. However, 
because characters in M&M do not speak, 
there is a limited extent to which you can identi- 



LANDSCAPE 55 

Repetitive graphics make traversing the vast map a 
bll ol a drag. Continuous mapping Is essential. 

ENCOUNTERS 45 

Conversation Is strictly limited and one way only. 
Characters are sialic and ollen serve only lo oiler 
whal are really gameplay options (e.g. buy. sell) 

CHALLENGE 89 

II this is your bag. It's a big one. 

SYSTEM 45 

We need more than this in a 1990 RPG. M&M? may 
be playable, but Ihe presentation and user Interlace 
It ridiculously archaic lor an Amiga product. 

ACE RATING 

650 

If it wasn't for the size ol the game, 
M&M2 would score considerably lower. 
Hypnotic addiction, but no technical 
wizardry here. Definitely not state-of- 
the-art... 




fy with them (except by force of long associa- 
tion) when compared, for example, to Ultima 
VI where attributes are less important but the 
party members still radiate personality. 

MONSTER MAZE 

So far. so familiar. Once you start playing, how- 
ever, things get even more familiar and it's 
here that disappointment sets in. There's no 
doubt that M&M2 is a BIG game - there are 
dozens of places to visit and encounters all 
along the way. But the actual places look as if 
they had been dragged out of a 1984 version 
of 3D Monster Maze and given a superficial 
tarting up with 1990 Amiga graphics. 

Interiors are simply bare walls with occa- 
sional animated figures appearing (with much 
accompanying disk access) bearing brief mes- 
sages. Buildings are connected by endless 
scrolling corridors which look all the same. 
Even the outdoor locations, with hills, lakes, 
and trees, are endlessly repetitive, 

There is occasional variety as signposts 
flash up bearing 'Danger! Rock Falls!' and simi- 
larly scintillating snippets. Encounters are sig- 
nalled by a sudden flash of the 
word.. .'Encounter!'.. .followed by a busy buzzing 
of the disk drive and then.. .an animated figure 
showing the opposition. Only thing is, most of 
the opposition tends to look familiar and 
there's not much difference between the evil 
gent down the mine and the poltergeist you 
encountered a few locations before. 

Because of the enormous lack of graphic 
detail, mapping is essential. Solid walls, 
entrances to caverns, and city gateways alt 
look identical apart from a brief text message 
so a good map is vilal. So is a consuming pas- 
sion for combat and gaming experience points 
as there really isn't a lot else to do. apart from 
fulfilling sub-quests set you by various charac- 
ters you encounter. 

These games do have a certain hypnotic 
addictiveness - witness the success of the 
Bards Tale series. But most other modern pro- 
grams have retained the addictive Qualities and 
added many other features. UV7, for example, 
has enormously improved graphics and charac- 
ter interaction. The Heroes ol the lance games 
have capitalised on licensed plots and added 
story interest. And Bards Tale IV... well, there 
isn't going to be a BTIV, probably for the same 
reasons that make M&M2 look just a bit too 
archaic for today's RPG enthusiast. This is vin- 
tage stuff and lots of of it - but the emphasis is 
on the word vintage'. 



Steve Cook* 




Com Nit routines in MAM2 rirr pretty oldfash 
ioned. Here you're confronted by hideous scream 
ing pods and your options are to fight, bribe, 
attack, or run. Not exactly state-aft he-art... 
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Desert Island Jan tasy in glorious Amiga tcchnicolour. ff only the old, classic games had had this tech- 
nology from the strart 




OF LOST HOPE 



Last month I looked at a game which 
forgot to include gameplay behind a 
pretty front end so I was pleased to 
see IOLH coming up with the goods. The art of 
adventuring is not dead! 

In this text/graphic adventure you play the 
part of a treasure hunter whose ship has been 
sunk by a bunch of cut-throats. Your crew have 
been killed, your cargo stolen, and you yourself 
thrown overboard. Washed ashore on a desert 
island from which you can see the pirate ship 
anchored nearby your thoughts now are on sur- 
vival and revenge. 

The first impression of the game is of a 
well crafted and beautifully polished product. 
The screen display is split into several 
sections, location graphics, movement com- 
pass, on-screen inventory, response area and 
even an on-screen map. 

Input can be keyboard only, but several 
short cuts are available using the mouse. Thus 
rtckmg on the required direction on the move- 
ment compass will move you around, while 
clicking on an item in your inventory will bring 
up that object's description. 

Several macros are available from the func- 
tion keys and these can be redefined at will - 
very useful for complex commands such as 
opening and shutting doors with the correct 
key. Another nice touch is the option of using 
the numeric keypad for movement (without 
needing to press ENTER after each one). 
As tf that weren't enough the graphics can 



LANDSCAPE „ 85 

The playing area Isn't very large but each location 
oilers plenty ol things lo try. 

ENCOUNTERS 65 

Conversation 15 limited but characters respond real- 
istically to your actions 

CHALLENGE 80 

Gel your thinking caps on lor this one - the puzzles 
are varied and lough. 

SYSTEM 80 

Synonyms are severely restricted leaving you scrab- 
bling lor words al limes eg. "shut - • no. close" - 
yes. 

ACE RATING 

775 

A well balanced, well crafted offering 
to leave experienced solvers scratch- 
ing their heads - recommended. 



be turned on or off at will which is very useful 
since these are grabbed from disc during play. 
Two fonts are available, one fancy and atmo- 
spheric but probably unreadable on a TV and 
one plain and clear. 

The on screen map 15 very useful, showing 
only those locations you have visited. Using 
this it is easy to dispense with the graphics 
(although they can give useful clues so should 
be viewed at least once). 

With all this, what about the game itself? 
First of all - it's not easy! Unlike most adven- 
tures, each of the puzzles seems to need a dif- 
ferent method to solve and although rather pre- 
cise language is sometimes needed, the vocab- 
ulary involved is obvious once you realise what 
needs to be done. 

Once you manage to trick your way onto 
the ship you meet up with various crew mem- 
bers who need to be disposed of discreetly to 
obtain objects. These include a hungry pirate 
demanding to be fed. a sleepyhead who wakes 
at the slightest touch of his pillow and Captain 
Black himself who communicates through his 
dead parrot and totally ignores you. 

At all times you need to be aware of your 
disguise. If you blow your cover you are dead! 
In other words, you must weigh your proposed 
actions carefully to avoid attracting attention - 
not as easy as it sounds since pretty drastic 
action is required to solve some of the puzzles. 

Scattered around the playing area are a 
host of objects, some of which have very obvi- 
ous uses (such as a piece of string, a nail and 
a fish) while others are rather more obscure (a 
human bone!}. Some of these are found lying 
around while others must be searched for 
inside, underneath and behind other objects. 
Careful examination of everything is a must. 

The parser handles most inputs well and 
will prompt for more information or offer choic- 
es if your command is ambiguous. It will also 
readily tell you if it doesn't understand your use 
of a word or simply doesen't know it. Multiple 
commands can be strung together, limited only 
by the total input length and various editing 
keys are available for recalling the last com- 
mand etc. 

All in all the game offers a good challenge 
for seasoned players but novices will probably 
find it rather hard going. The graphics (and 
sound) enhance the atmosphere rather than 
detracting from the gameplay and many 
responses are provided to cover outlandish 
ideas. 

• Pot Wlnstanley 



DRAKKHEN - GETTING STARTED 



To avoid being eaten by sharks, wait until one has just emerged from the drawbridge then cIk 
on the door with your closest character. 

To enter the minaret click on the extreme right edge of the door- Otherwise you will be 
roaned. 

To enter Prince Haaggkhen's castle, cast unlock at the door - then you wont be eaten by 
drawbridge) 

Princess Hordtkha's castle can only be entered after talking to Prince Hordtkhen. 
The weapon shop is in the northeast corner of the island. 
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CTW Survey '89 CTW Survey 



SECTION G - MAGAZINES 



Consumer Magazines 
read by Trade 



1. ACE 

2. PCW 

3. Games Machine 

4. Crash 

5. Zzap 

6. C+VG 

7. Commodore User 

8. Gamesweek 
(Combined with Pop mid-Feb) 
Sinclair User 

10. Your Sinclair 




Magazines aiding stocking 
Decisions 



1. ACE 

2. C+VG 

3. Crash 

4. Games Machine 

5. Zzap 

6. PCW 

7. The One 

8. ST Action 

9. NCE 

10. Sinclair User 



Source CTW Dealer survey 1989 



To get your dealer to stock more of your product - advertise in 

ACE. 

Phone : 01 251 6222 ext 2518 for details 



RARE 

DESIGNS ON THE FUTURE 



GRAPHIC ARTISTS AND PROGRAMERS 
REQUIRED FOR GAME DEVELOPMENT ON 
NINTENDO AND ARCADE SYSTEMS 



APPLY IN WRITING WITH FULL CV TO: 
KEVIN STAMPER. RARE LTD. 
MANOR FARMHOUSE. TWYCROSS. WARKS 
TEL. 0827 880810 

SIMPLY THE BEST 



ARTIST 

JOB VACANCIES 

There are a number of vacancies for talented, 
experienced computer artists to work on coin-op 
conversions and major American titles using an 
m-house Amiga Art System. 
Basic salaries range from £7,500 to C1 1 .500, plus 
a generous royalty programme to boost salaries 
to in excess of £20.000 OTE depending on 
productivity. 

Accommodation in Royal Leamington Spa can be 
arranged. 

Send some examples of your best work to David 
Darling or Tim Miller at: 

CodeMasters Software Co. 
Lower Farmhouse 
Stoneythorpe 
SOUTHAM 
Warwickshire 
CV33 ODL 



Phone (0926) 8 14 132, Fax (0926) 8 1 7595 

PREVIOUS APPLICANTS ARE WELCOME TO RE-APPLY 




V 




SPIRITED DRAGONS 

Dragon Spirit on the Amiga drove me up the wall, says 
Christopher Pitt of South London. Even reaching the 
first end-of-level guardian was difficult until I worked out 
some tactics. Small as they arc they made a great difference 
to my game. 

The key to level I is to keep calm and hold the trigger 
down - remember, everything on the screen is out to get 
you! All of the nasties have their weaknesses. You know 

the ones that trundle along 
the ground and then fly at 
you. closely resembling a 
sugar squirrel? Yes? Well, 
to avoid them simply go to 
the top of the screen and 
stay put. 

The end-of-level guardian 
on level I is almost invinci- 
ble and it is pointless to 
attack it without a power- 
up. Often I completely for- 
got to avoid the balls of 
fire. Watch out that you 
don't pick up a power loss. 
If you manage to get to the 
creatures that zoom 
through the water and then 
Tire at you, go to the right 
of the bottom of the 
screen, and when they fire 
move sharply left. Good 
luck! 



MONEY FOR NOTHING 

Paul Cnrig Smith of Basingstoke. Hants, has discovered a lit- 
tle effort saving device for Ihe PC version of Blood Money. On 
the configuration screen select a two-player game with exactly 
the same control option for both players. When you are on 
level 1 or 2 move hack to the far left so that player 2 is over 
player 1. Now. when you press fire, 1 missile is fired but it is 
twice as powerful, so the Stalkers on level 1 only need 2 hits 
instead of 4, and the same for every other adversary (every- 
thing needs half the normal amount of bullets). 



Dragon Spirit on the Amxgo 



00(1500 IS 0101 ?"3LJH Hdllli fid BS- 1KKI IV :: 



"te Sf Vcwin of Blood Money 

A FIGHTING CHANCE 

Here's a nice cheat for fighting Soccer on the 
Amiga from Steven Roberts. Ware, Herts. 

All you have to do is shoot at the right or left 
post and a goal will be counted. If you find this dif- 
ficult as a one player game then shoot diagonally 
at the goal. For a two player game shoot straight 
forward. 








Hello ACE gamers. Recent- 
ly TNT has brought you the 
very best in complete solu- 
tions, from Dungeon Mas- 
ter to Y's on the Sega. This 
month we have decided to 
let you in on as many 
hints, tips, and cheats as 
we could pack into these 
pages. So plug in your 
machine, sit back, relax, 
and enjoy... 



XX FEATURE 

Two hot lips for Rainbow An* 
superb shoot 'em up X-Out, on 
th. Amtji. 

Pint, a method for obtaining 
unlimited cash from Myin Lock- 
wood, Bnxton. PljrtnouOi. 

LOAD th. gam. at usual, 
and choose any one of the four 
space ships. CLICK the thip at 
usual onto the Blue Print 
Screen, and then chooic the 
Invincible ICON. In case you 
haven't worked out what that It 
- it It below the laser canon, or 
to the right hand side of the 
Orange spiked ball known as 
the Drone. 

Now drag the Invincible 
'CON up to your ship, and click 
it on and off the ship Your 
money has now increased to 
£S00. Drag the Invincible ICON 
to tho Ali«n Trash Can. and 
Trash it. Carry on doing the 
same procedure over and over 
again, until your heart's con- 
tent. 

I' you want to speed things 
up a little, choose the most 
ea pensive craft you can buy and 
then choose the Satellite, drag 
it over to your cash amount, 
just above the Trash Can's 
Head, and click once. Your 
money should have increased 
by £500,000. and to increase 
that, carry on using the Invinci- 
ble ICON procedure. 



-J? — _ 



A rypita' trxi-of-kml nostj from If -Out 

You can now cram your ship 
with everything it can hold. 
(Try choosing the most eapen- 
sivo craft; It can hold more). 

HAPPY SHOOTING! 

Martyr) Colclough and Dai. Ctti- 
tens of Newcastle, have discov- 
ered this useful hint, again for 
raising the readies quickly. 

When the weapon selection 
screen appears at the start of 
the game, select the cheapest 
ship, then select the cheapest 
single shot, but Instead of 
putting it on th* ship, put it 
over the face of the shopkrppiT 
and press the fire button. Now 
you have 5 00, 000 credits to buy 
weapons. 



WHAT'S 
SAUCE FOR THE 
GOOSE... 

AD.H»wley from Sceyning, West 
Susie* tells us that to obtain 
infinite shields on Star Gooie on 
the Atari ST you should press 
keys Fl - F8, but don't go too 
fast out of the tunnels, or you 
will crash. 
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FURTHER FRENCH FEATURES 

A little clever work with a disk editor on the second 
disk for Drakkben on the Atari ST threw light on 
this cheat. During the character set-up stage, when 
the first person's name is asked for, type in: 

31415927 <Return> 
SUPERVISOR <Return> 

This gives you extra points and attributes. Other 

undocumented features are: 

F8 toggle between 50/60 Hera 

F9 shows the game, room number, and something 

else (in French!) 

F 1 0 can be held down to pause the game until 
released, or another key pressed 

Thanks to Nathan Kirkham of Northwich. 
Cheshire for those little gems. 



HELICOPTER HAVOC 

.Mark khan lo the rescue again, this lime fur C64 owners 
uf Thunderblade. Mark believes (ha! you don't need any pokes for this easy game, so here are a 
few tips instead. 

On the end of level machines in lewis I and 2 just keep to one side of the screen as the rockets 
from the enemy can t reach you there. 

On the third end i»f level screen just shoot at the turrets in front and immediately to the side 
of you. 

On the second stage of level 2 keep hovering between the ^^^^^^^^^^^^^^ 

rows of pillars, this makes getting through the section a lot 
easier. Also keep on the ground, the gunfire can't hit you there. 

On the second stage of level 3. stick to one lane, firing all 
the time. 

On the second stage of lew! 4 keep to the ground at top 
speed and fire all the time. Autofire will help on all the levels. 
When you get to a tank, stop in front of it. Press tire and it will 
immediately blow up. You should be able to whizz through all 
the lower piping. 

On the final fortress fly round the edge of the screen. The 
gunfire is slower than you so it can't catch you. Fly up and 
down lout of the way of the gunfire I firing all the time, and in 
a short while you will have destroyed all the turrets. 

Then, with lots of points you get presented with a rather 
dull and unimpressive end screen. 




Li m 



Forgotten World* encounter 




Homing m on o lofri *i File on 




Power Drift - iht tight way round 



POWER FANTASY 

M. Hooper from Mill- 
brook, Soton claims to 
have had a remarkably 
strange experience in his 
local arcade. We let htm 
relate the facts, and allow 
you to go investigate them 
yourself. 

"Recently, I found out 

that on the arcade version of Power Dn/r if you start the game as normal and then 
depress the start button, the view of the buggy will switch to one of looking at the 
front and what you have just driven past. Confusing, but great graphics routine! 

Secondly, after many visits to my local arcade I finally finished level 'E' but with 
five Gold Cups. I thought, great, you get the usual picture of your buggy. But no! 
The game carries on to a new level. So as I accelerated, the driver disappeared and 
the buggy floated to about half way up the screen. It then switched about and 
changed into the F- 16 of Afterburner and flew around the track!!! This sounds unbe- 
lievcablc but it really happened. 

I wonder if the game has any more surprises? 

P.S. I'm well chuffed at my discovery!" 

88AoVanced Computer Entertainment 



GnouH '«' Ghosts o tftorougty tpoaky affa* 

LOTSA LI FES AVERS 

This little batch of tins come from Glasgow laddie Jam?.* 
Burns. 

Forgotten Worlds: On the title screen type ARC while hold- 
ing down the SHIFT key. then release this and press HELP to 
start. Now just press I. to skip a level, N to go to the next level, 
and S to go to the shop. 

Chose HQ: As soon as the title screen appears tap the space 
bar at high speed. As you start driving you should hit about 
900-1,000 kph, hut don't stop the criminal, just stop your car 
and hold down the fire hullon and the left mouse button 
simultaneously and type in GROWLER. The cheat mode is now 
activated. Press T to reset the clock to 60 seconds. 

Ghouh and Ghosts: Press fire to start then type in 

STEPHEN BROADHURST. 
You are now invincible. 

Buri Warrinrs: On the high 
score table, type in FREE 
RItiE to activate the cheat 
mode. You are now Invinci- 
ble. 

Afterburner: Press 
backspace to pause, then type 
in THUNDER BLADE to acti- 
vate the cheat mode. Press N 
to get more lives. < to go to 
the next stage. > to go back a 
stage. G for more missiles, 
and T fur less missiles. 

Fernandez Must Die: Pause 
the game and type in 
SPINYNORMAN for infinite 
lives. 

Humbuzat (codes): 5-ROSS, 
16-RATT. 24-LISA. 28-SINK. 
.12 -DAVE. 36-BIKE, 40 IRON. 
44-BIRD. 4 J* LEAD. 52-TAPE. 
56-WEED. 60-VASE. 64- 
RING. 68-PILL. 72-GIRL. 76- 
SPOT, SO-GOLD, H4-PALM. 
88-OPAL. 92-LOCK, 96- 
SONC. 100-SAFE, 104-FIKE. 
10A-WORM. 112-LAMP then 
TREE. 

Roadhlasters: At the start- 
ing line type LAV1LLAS- 
TRANCWTO then press the 
following keys for different 
effects: O-Remove special 
weapons, 1-Fit HZ cannon. 2- 
Fit cruise missiles. EMU 
electro shields. 4-Fit nilro 
injectors, C-End game. F- 
Refills fuel tank. X- Spins the 
car. 

Wttfd Dreams: In the Hail 

of Mirrors go as far right as 
possible without leaving the 
screen. Just touch the joy- 
slick slightly so that you look 
lat in the mirror. Now there 
is an error. This is the tricky 
part - use the HELP key to 
signal a Morse code SOS. 



FRIENDLIER 
AM I GAS 

Splaihing over from Holland 
came these tip* id malic your 
Amiga a little friendlier, coor- 
te*y of Patrick Katfcie. Wolvega. 

Thimdfbimli: When the title 
icreen appean type CRASH, 
and the icreen will (lath. Now 
prctt the HELP hey end the 
number of the level you want 
to Mart on. 

TI4 takanx For eight new 
rocket*, ammo, and stronger 
afterburner prctt hey* X. SHIFT, 
and CONTROL at any time dur- 
ing the game. 

CfOemou: If you want to have 
many, many live*, and you want 
to end any level at any time, 
jmi prctt SPACE when the tide 
tcrccn appear*. Now type 
RAlSTUN and prat* SPACE 
again. When playing prctt N 
for the neat level. 



I 
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Cot Vn 'rather igrini for Chase HQ 

that is: • • • ••• (three quick laps, three .1 second apart. 

anJ Ihtee more quick taps. Your lives now look like a race- 
track, hut you have infinite lives. 

James is also desperate for tips on Predator. If anybody out 
Ihrre has some, let us know and we'll publish them. 



DOUBLE THE FUN 

Adam Hiwlcf of Suymnj, West 
Soil** provides us with a useful 
way 10 obi J In Infinite credit* on 
the Ann ST version of Double 
Dragon. At thr mn of the 
«"-"-■■ pits* Eicapc, then press I 
followed by 2. Continue this 
until one credit romains. Pre** 
Escape and then both joystick 
Firs buttons at the same time 



a in mi -j 



BOMBS AWAY 

Mark Khan of Crawley. West Sussex, reckons thai 
fighter Bomber is one of the best flight sims around for the 
C64. Here Is his method for accessing all eight missions on 
the C64 cassette version of the game. 

Load as normal. On the pilot selection screen 
press SPACE (to edit) then press SPACE again and type 
KYLIE. On the mission briefing/map screens you can de- 
select them by pressing RUN/STOP. This returns you to 
the initial mission selection screen. 

Mark would also 



DUNGEON MASTER UPDATE 

Mike Ooonan of Newton Aycliffe County Durham 

writes to say how useful he has found the Dungeon Mosfer 
Guide, and here provides us with a couple of extra tips that 
he has discovered himself. 

1, On level 5 the 'Trea- 
sure Stores'. The fourth 
door in the guide: access to 
the left hand corridor is 
gained by. once again, 
repeated attempts to close 
the pits in the correct 
order. (This Mike found 
easier having already 
reached the right hand cor- 
ridor.) 

2. Level 6. 'If you want to 
stay alive, you'd better turn 
and run.' Right hand corri- 
dor the room (actually a corridor) which opens by means 
of a floor pressure pad, but closes when you step off the 
pad seems to respond to no amount of pressure from 
other sources. You can. and should keep it open by entic- 
ing skeleton warriors to stand on it, and then freezing time 
using a magic box found beforehand. This gains access to 
some useful items. 




like to point out that some 
key references are missing 
from the instruction card. 

After many hours of flying he has found most of 

them; 

R-Radar toggles between 25, 12. 6. 3 and I mile 
ranges. 

CONTROL and E-Eject 

SHIFT and F I -toggles between waypoints and 

weapons panel. 

RUN/STOP-Pause. Press again to continue. 
S-doesn't work. Anybody know of an alterna 
live? 

[-Left view. 
]- Right view. 
?-Rear view. 

If you want the Tornado then opt for auto-arm on 
the arming screen. You'll notice that you can have 
four GP bombs.on the underfuselage pylons 
instead of the maximum two if you arm manually. 

On landing, go in the opposite direction to that 
you took off in. When you land, immediately 
engage wheel brakes and shut down the englne(s) 
(Press "I" twice). 

Never taxi into your hanger. Mark has driven 
squarely and slowly into the apparently open- 
doored hanger and promptly blown up! 

The F-l I I will not have a canon or give you the 
option of having one. Contrary to what is stated in 
the manual, all the other aircraft are stuck with 
200 rounds of ammo. 

GP bombs and Rocket Pods are most unhelpful. 

The omission of in-flight refuelling is not too 
bad, as all of the aircraft have good fuel consump- 
tion. 

Final Frontier on the ST version of the game has 
a bug. When you land at one of the bases you are 
supposed to be able to refuel and rearm, but you 
can only rearm, so if you have no fuel left you've 
had it 




Nice formation ftym/ m Ok aipnol PC verwyi of Fighter Bomb* 



SOUP UP YOUR SPECCY 

These hacks for the 48k Spectrum come from Stephen EUrd of Brent- 
wood In Esiex. 

Auf Wedenenen Monty: To access the cheat mode in Monty (on 
«Bk and 1 26k machines), load the game not with LOAD " M , but 
with LOAD~':REM MONTY. Make sure that 'Monty- is in capita* 
with no rmtra spaces. The game will load and run as usual, but 
when you pick up the little red flag-like thing you wilt activate the 
cheat. You are given Infinite lives and are Immune to attacks by 
the nudes... 

Curie of Sfienvoodi for infinite lives. Merge the loader and add 
POKE 646 1 1,0 before the USB statement. 

Ghonbtiitci: To start with 85000 bucks enter CODEBUSTERS as 
your name and 00 1 6460S as your account number. 

Heliehopper When you get to the menu tcreen press J, 7. 9. 0 
simultaneously for a nice blue screen. Now type any of these: 

FOREVER Infinite lives 

CLEAR Immortality 

SHOW Demo instead of going back to the menu after the scor 
Ing system 

SCREEN Re-enter cheat mode, followed by a number between 
I -31 to start the game on that screen, 
(note: you will not be allowed to complete it.) 
MAIN Immortality and infinite lives 
RESTART Kills all cheat modes Installed 
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This month we kick off with some more tips from those masters of the 
Sega Master System. Jojo Cicero and Mark Hook of Caerphilly, 
Mid-Glamorgan. This time they provide some hints for Wonderboy in 
Monsterland. 

I. It is possible to fight (I) Kuracken and (ii) Blue Knight twice. 

(i) Don't fall in the water with the shop on the way to Kuracken's lair. Fight him. 
Kill him. Now go back through the water and when back out, revisit the lair. 
Kuracken can be killed again. 

(ii) Defeat blue knight, play the flute on echo tower, and journey to the mansion. 
When back out. revisit blue knight's domain and he can be slain once more! 

n.b. On their first defeat, the two monsters mentioned will naturally yield a key. 
On the second defeat, the monsters will give you a big heart 

II. When one coin is found, whether on land, cloud, or sea. Jump more than once 
at the spot before leaving, as more coins can usually be found. 




Wandt'bof iocU« the nany O-ogon 

SEXY SEGA STUFF 

More superb Sega tips, this time 
Stockport. Manchester. 

Afterburner. Turn the power on and press the pause but-' 
ton exactly one hundred times (phew!) before the dem-<««" 
starts. When you die you can use the continue option Ijorgj^ 
stick up and press both buttons) at anytime up to the end a 
level 17. 



Space Harrier Bring up the sound test (push right, Icftj 
down, and up on the title screen), and select these number^ 

in this order 7. 4. 3, 7. 4. and 8, and then exit A new screw 

will now appear allowing you to set the level of difficulty. Wi 
choose normal or reverse controls and even lets ywF 
become a plane. After you have used your last life, try thi 
out to continue. Push up, up. down, down, left, right led 
right down, up, down, up when the game over sign appean 
This will allow you to continue up to nine times. 



II 



MO' 

Fin lit 



Fantasy Zone: To get cheap lives, load the game and war pi w 



LYNX LAFFS 

Hero an* our first ever lips for Atari's hand-held Lynx 
console. These come from Clinl K. May of Denton, Manch- 
ester. 

Illui Lightning: Codes to all nine missions. 

Mission 1 AAAA - Destroy Enemy Aircraft. 
Mission 2 PLAN - Destroy Land & Sea Targets. 
Mission 3 ALFA - Engage & Destroy Enemy Tanks. 
Mission 4 BELL - Kly Through Canyon Destroy Enemy 
Tanks. 

Mission 5 NINE - Fly Low Knock Out All Enemy Radar 
Installations 

Mission ti LOCK - Deliver Documents to Hidden Airstrips. 
Mission 7 HAND - Strike Hidden Radar Installations. 
Mission 8 FLEA - Sneak In Al Night Avoid Detection Bomb 
Ruhr. 

Mission 9 LIFE - Kill Enemy Tanks Destroy Radar Donl Kilt 
Friends 

Gates of Zendacon: Codes to all 51 levels. 

YARB RREX SEBB SNEX ZAXX BROT STOB XTNT BOTZ 
SNAX ZYBX XRXS ANEX NEAT YARR EVES NYXX ZYRB SRYX 
BARE STAX SZZZ STYX XRAY RATT NVET TERRA BYTE BETA 
TRAX ZEBA ROXY NEXA NEST EBYX BR EX BOXX STAB 
TENT ROXX NERB TREY STAR TRYX SSSS ZORT 

Guardian lewis: NEAR ZEST BRAN 

End Level: ZETA 

Hidden Level: A level where you will collect all the equipment 
in one go and battle with the programmers FACE to FACE. 
You mus! first enter level TRYX. then as soon as the level 
starts press down and right to go through the floor (If done 
quickly you will not crash into the floor). Once under the 
floor, dodge the obstacles to find a hidden gale. 

NOT SO NASTY NINTENDO 

Punch Kathic it bach, (hit lime with a few hint* (or frustrated NE5 

owner*. 

Trojans If yuu won) to continue from the point you died, puth (he 
joyitlck up and press START. 

To change Samut inin a woman and get all the weapons, 
type, at a pauword, JUSTIN BAILEY and then pre** (he START but- 
ton. 

Grodlur To continue where you »nded. pu»h the joystick up. down, 
and then pre** B, A. B. A, B, A, B, A. You mun do (hit very quickly 
became you haven't got much time for thii. For all weapon* and 
shield* pre** the START button juit after the game ha* begun (to 
pau*e). Nuw puth the toytticfa up, up, down, down. left, right, left, 
right, B, A 
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for [he opening demo story to scroll up the screen. Wagge iMtiyt. 
the joystick up and down at least 50 times (phew again"; ^T,« 
then press sort. Build up as much money as you possibly c»| JJJ^' 
in the first round, and then go io the shop. You should nowEgjj" 
be able to buy Opa-Opa's for only $ 1 000 each. S'' 1 " 
Wonderboy 3: Use the code WEST ONE 0000 0000 to gm X£.r 

uaoe 



SHINOBI SUCCESS 

If you are having trouble with 
Super Shinobi on the Sega Megadnve, 
then take note of the** tip* for 
killing the end-of-lcvel monitor*, 
from Tak On Wong of Hirrogaic, 
North Yorfcihtre. 
Level One: Select Kariu magic 
and uto It. then somersault and 
*hoot when he it slashing till he 
eiplode*. 

Level Two: Select KaHu magic 
and uie it. Then, when he i* 
torn ertau king, walk neat to him. 
crouch and (hoot. Do (his until 
he explodei. 

Level Three: Walk forward* to 
the machine, wait until the laser 
(» above you, then walk back to 
the left hand tide of the screen. 
Wait until the later It above 
you, then walk forward and the 
brain should be vltibtc. Jump and 
shoot, then tomertault and 
thoot. The brain will now be hid- 
den again. Repeat the cycle 
deicribcd above. After about 
teven timet, telect Karlu magic 
and ute it. If the brain it ttill 
alive, repeat the whole cycle 
until it eaplodet. 
Level four Thi* I* an android, 
wait until it llftt (he tcrap metal 
above it* head, then walk 
toward* it and ibuh- When it 
ha* thrown the metal it will 
charge twice. Jump over hi* 
charge* and then he will throw 

another piece of metal. Repeat the procedure and then uie Kariu. Repeat thete itep* until it explode*. 
Level five; Thi* <* a mittile carrier. When you Mart, do not walk forwardt at fireballt will *tan firing. |u*t 
crouch and thoot. and watch out for electric »park*. When thi* one eaplode* walk to the next dome 
remembering all (he time to dodge the *park». Jump In front of the dome to (hat you are nill on the dome 
platform, but not on ihe dome. Here tpark* will not hi( you. Juti crouch and hick the dome, then when It 
eaplodet got (o the latt dome and ute Karlu. If it I* not dettroyed. crouch and kick the dome until It 
eaplode*. 

Level Six: U*e Kariu straight away, and he will turn into batman. Shoot him In a random pattern until he 
eaplode*, but watch out for hi* iwoop*. 

Level Seven: A tyranno*auru* rex - jump onto the platform and shoot. When you are nearly dead, *elect 
Mir , m and uie it. Repeat, and it should eaplode. 

Level Eight: Neo Zeed himteW- when he Mart* twinging hi* hair, crouch and move toward* him, ihooting 
all (he (ime. When you hit him. Jump immediately back and you *hould dodge hit hair. Now thoot in the 
little gap on the far left wall. Thlt will prevent (he ceiling from cruihing your girlfriend. Now repea( (he 
procedure, remembering to fire into the gap every few tecondt. If your energy bar it low. telect Miryin and 
ute it when he lathe* hi* hair at you. Only (hen will magic affect him. Keep doing (hi* until he eaplode*. 
Now wa(ch (he finishing sequence. 
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you control over Hu-man with loads of money and compleia 
armoury. Change into Hawk-man and then go to the top d p?^ 
the tower in the village and fly left. Smash the top row ofj 
block* for a heart refill and then go through the door. In the 
next room use the Magical Sabre to create a block in the 
centre of the room, then 
destroy it with the Leg- 
endary Sword and then 
touch the question mark 
and go through the newly 
formed door. From here 
you have to follow the cor- 
ridors through to the Vam- 
pire Dragon's Lair. There 
are three transformations 
to be made: 1 Mouse Man. 
a Lion Man. J Hawk Man. 
Just before entering the 
doorway to the final boss 

wear Hades armour. Once in conflict with the 
Vampire Dragon stay on the floor until he runs at 
you, then jump a little and hit him in the face and in 
the stomach. This makes him easier to beat. 




SI] 



LC 




rew Finney. 

>e pause bur- 
re the demo 
! option (joy- 
w the end of 

h right, left. 
iese numbers 
s new screen 

o( difficulty, 
en lets you 

We. try this 
ft right, left, 
sign appears. 

me and wait 
ecn. Waggle 
hew again!), 
possibly can 
should now 

MOO to give 
■vd complete 
) the top of 
top row of 
door. In the 
Jock in the 



todes. 

*N 

me 

tlie donii' 
when ii 

lit 

mill he 

select 

hooting 
■ in (he 
at the 
ilryin and 

lodes. 



520ST-FM SUPER PACK 

1Mb DISK DRIVE 
£450 OF SOFTWARE 

ARCADE GAMES 
Ariujnold II Imagine 
Beyond The Ice Palace Elite 
Black Lamp Firebird 
Buggy Boy Elite 
Chopper X Mastertronic 
Ikerl Warriors Elite 
Marble Madness Electronic Arts 

Quad-alien Logotron 
Ranarama Hewson Consultants 

Return To Genesis Firebird 




u 




Road wan 

Starquake 

Teat Dnve 

Throat 

Thundercat* 

WlibJpl 

Xenon 

Zynaps 



Melbourne House 
Mandarin 
Electronic Arts 
Firebird 
Ehle 
Ocnan 
Melbourne House 
Hewson Consultants 



£19.95 
£19.95 
£19.95 
£19.95 
£999 
£1495 
£24.95 
£19.95 
£19.95 
£19.95 
(19« 
£19.95 
£24.95 
£9.95 
£19.95 
£19.95 
£19.95 
£19.99 



SPORTS SIMULA TIONS 



*** ""' etc ' ■ ">■•• to- you ' you -ani lo gel o" m • IS/ng nan 

| »» IV *oi m a-ivmammeni uAna-a Th« Pack ircluon * UOS'-fM 
t* ■■■V i lull ,-, iwtb <*•> d-ive ova- C4M " tip oh-m, m • 

J «■ ""I ww Supe- Peck at Seca Shup •» — m u am ST 
» i«t » dob. <•«• 0» Owgt Win ex roiim* tor Win 




INCLUDING VAT 



Eddie Edwarda 5up«r Ski Elite £19.95 

Seconds Out Tynesoft £19.95 

Summer Olympiad M Tynesofl £19.95 

PRODUCTIVITY SOFTWARF 
Ortjanrsef Triangle Publishing £49.95 

JOYSTICK 
Alan CX40 Joystick Atari Corp £4.99 

FREE ATARI BUNDLE VALUE:£4So\97 



WjthSM124jrio^monilQ £498::. With SC1224 colour monitor: £69a : 

1040ST-FM PROFESSIONAL PACK 

\WH WiTH TV MODULATOR 

■ 7r wi-ju, tome user and me small business, we are 
IWsM lo announce a new package based around ln# 
BPWfM The 1040ST-FM has IMOyle RAM and a 
iMhi» ouiit-in disk dnv* In addition, the 'OSOST-FM 
I "J* comes with a TV modulator buill-n fine previously 
Wm iO*)5t-F was designed tor use with e monitor 
•"i MM am noi come wrth a modulator ) This modulator 
it;-i lie 1040ST-F lo be plugged directly into any 
patsf* TV l set and cornea complete wuh a —an to 
I*** ye* to do so The new Professional Peck (rem 
Mci MudH the "i. 104O5T FM with moduutor pirn 
f - ** , ity so'iware packages including a spread 

diabase, word processor and programming lang- 
ttai Im Profession* Pack' sohwaie *>il enable you lo 
H. r-igiri down to buainess with you' nan* compuler In 
•JMcn to Ih* lolt-are (wonh C3B4 ft4j. it you buy Use 
•■iWnciai Pack t-om 5"ica Sftop. ycxi will also receive 
[J***" ST Starter Kit (worth over C200), Free Of 
0*9> Return me coupon tor further information 

£499 




INCLUDING VAT 



SMI 24 mon o monitor: £598^ 
Wilh SC1224 colour monitor: £7983$ 



ATARI 1040ST-FM iCompuien 
VIP PROFESSIONAL |Sprsad»h«ii 
MICROSOFT WRITE (Word r-rweaata-t 
SUPERBASE PERSONAL (Deiat***! 
BASIC DISK A MANUAL llanouagei 

NORMAL RRP: 

LESS DISCOUNT: - 
PROFESSIONAL PACK PRICE: 



E49S 99 
£149.95 
£149.95 
£59.95 
£2496 

£884.82 

£385 6? 
£49*,. 00 



2Mb & 4Mb MEGA ST 

■ MBW ST iu"pusn are styseo as as lighiweighi ■eyooara wth a separate CPU 
en-HWd o. a coiled telephone style cable Then, are "*> version* ol lie MEGA ST 
** !f!J5 °* HAU an0 lK " «**■ -in SMbyiet Eecn vemon has a IMbyst 
i>s.* i-sw auk dnve ouilt-m lo Ihe CPu urrn The M£GA Bfa Oo not come with 

* 5| r ' 1 ">o'»l!"P I* UJ.-1 .tih > (r,0".!i» Will Mr, MfG* SI 

Sirniiw BP win adil the Protessonal Pac" sohwam (wonn C1M ft3| oeiaiiM 

ifnllSS 2Mb MEGA ST 
(•ft* ote- uooi 
Iss-'eeOICnar^B 
I tW" ve cOiOon 

•"■•Tei OrUUH 



• mono monitor £<*98 
- colour monitor - £1196 



4Mb MEGA ST 

£1199 

• mono monitor = £1298 
■ colour montlor i £1498 




DTP Pag eStream £149 



| VAT 
£17135 



Meet growing aMScelNme <or owsanai 



| • i* ' i, i 4 ere o> m 

| "SWn Wt iiw pliaiiL' m arraipce a pnwamjl low coal pacuga lie 

"■atiRiFiw-i cce» Odl, (M> (•'■'• ' -£1T1 Mk ana twaiM n 

«e- in Alan 10*051 w>0 a $e*trtha OP 'SO* I p..rw you r ji« M up ana 
IT!L * aino * t ' «oi Wta man l.nuo Some V nw SMiia ot 

**— — ... mlH lo r-« -.gfi H ^ou •oula lite luOM. intonnaMn on the 

r«p»n :p™»i.i™ rn,ir r« iu«.n QWi* MH| ew D'P bo> -i Dw cofiw 



The lango ol Atan ST compuien Otters ftomettiing lor everyone From the names enih«w B I 
who wanti the chjiwng* al the very oest m arcade action, lo the businessman who wants to 
ma.e (inanciBl IlllllWl or lauitieu pmsentat^oni The SI otters h.gh quality q.aph,„ 
'^1*^".'^ flam *' P-o-'" 1 ^ • <ast. user fnendty and aflo.dafye wiut.on 

10 business The St is now firmly established m the home environment and boasts a wraith 
Vjmn n educalon. local government. teSlWltftn, and a vanety o> dttterent businesses 
SS35!ri,¥i 'anje Mtelchea to cover applications as d-verse as ENTERTAINMENT 
ACCOUNTS. ART. COMMUNICATIONS. COMPUTER AIDED DESIGN DATARASF '< 
2Ss5Ke2PSK2 E r DUC * Tt °N. MUSIC. PROGRAMMING. VWAMfSfS WOTO 
PROCESSING and moie For a lull list ol the software available, as we" as details ol the ST 
""P* complete and return tne coupon below *»n™o™i*»,w»*™ w _, ,,c 



520ST-FM EXPLORER PACK 

WITH BUILT-IN 1Mb DISK DRIVE 




The value lor money ottered by the Atari ST range is reflected in the Espiorer Pach 
MUrtng me UOST-FM computer with 513K RAM The S20ST-FM computer now 
comes wilh a built-in j Mb double sided diss dflve as well as a free mouse controller 
and a built-in TV modulator The new 520ST-FM E«plomr Pack mOudes the 520ST- 
V* computer, the arcade game Ranarama. a lutonal program and some useful 
desktop accessories In addition, if you buy tne E.ploret Pack from Silica we will 
gtve you the Silica ST Starter Kit worth over C200. FREE OF CHARGE Return the 
coupon for details of our Starter Kit and of the lull ST range 

£260 




£299 



• SM124 mono monitor £398 5S 



- SC1224 colour monitor: £598 



WHY SILICA SHOP? 



I— •— to, OkhW eher ro buy vou< new Alan ST 
-wtuli- ■* sugoast you COntiCW *r, ciretully W"tflf 
I* Q ui " There am MANY tompanw* woo can otle- 
you a compjlw I In panphtratt aro the loo ten ssttng 
m« Thpi» av 'EWfB companies who can Bjjhl a wde 
i»n(|B of croduca tor voui compuiw and etpan advice 
ano help whar yau ■ — : ■ Them * OAH* ONE 
company - ■ can proode ire largetl range ol Atari 5T 
waiea products m tie UK a t_H t*na Alan ST 
tecnn<ai hWpM-e tno »n-oepth anw lews support, me- 
■fl ■ r-UOTim and vrodurei oekv*ren |q your 
door ■ .r m ong n you tsquim alsw you purchase you' 
comouler That one company t Saca Snop We nave 
hwrn i'XAVvg m thg home computw l*M for Sen yeant 
•im an mnua" turnover m niM of U mrthon and car 
no« claim tn meet our cuslome's tOmremena wilh «r 
iccunc, and undeisiandnj wfcch s second In none 
ftjt cton t Ml take our aont ten « Co" o l* U i and relurn 
T* coupon rmKm lot UJ , unesi inerwwra and Osgo q 
"■penence He Silica Shop soeoaln! Alan serwa 



SlUCA STARTER KIT. War aw. UOO I Off 

•tin M(| Alan 5T cnmpular bouaN "•■»" $Mca 

PROffSS/OHU. RUCK F.„ bus«„ 

-nn ioaOST.( u ana UFOA ST i m>ori ira-i S4kb 

CXDICATTO S£»WCSva ' *,*u«m **i li.nn, 

tlaB "ilh yeen ol » f par lania un Alan (rn-cni(| 

me 1X1 STOCK *A*G£ ah «• at*. 

'K|Lii'cnwit» Irum r.-r DUci 

*TTtR SALIS SUPPORT t» uan at S.i-a 
iwoicaiaa tu r*ip ynu ,. ■ ina bew ST 

CATAlOOUtS- Uauw a.reci lo ytui none 
" *ow as m pnni ihwn taaiioing ai»m iv »i 

u t- ul ir. r»w i««am 

FREE DnHWI Oe-jnyB?r o- M na, 0 „,. 

dSws .'■;[-■ . ■ ■ . ■ ew UK meinlano 

PRtCt MATCH PROmst *n — waich cunp. 
■tilos on a same uroduci ww pre* oasis 
W£ JECHWCA1 MOnme. l u iium.s M mo> 
aian tKMucw eipsns iwagi ■ %ass se"ca 



- TUlTfLOW AIIOUNO GRAPHICS 
' MOIATtON O* Tt*T a GflAPHICS 
' SLANT OR TWIST ANY OOJtCt 
' POSTSCRIPT COMPATSBLt 
' TAG FUNCTION 

' AUT O MANUAL RERNINO 4 'IT PHE NATION 

■ onoufiNG or objects 



DO YOU OWN AN ATARI ST? 



f'" *"* M * ™" aP "■" ST compuiar and woufct like lo be 'egrslered on our ma~nq lai « | 
E»M r*£££*. S W 10 *T d o* Ou* pr<e lea ano ne.sln.iar* 

CL ™ °* r * tom ' Compiele the coupon and ration it to our iKeba) 

lesspi aoo Oeqin espanancina a specialist ST service mat a second to none 



SILICA SHOP: 



[SIDCUP (& Mail Order) 01-309 nil 

1-4 ThcMews. Hatherley Routt. Sidcup. Kent DA'4 4DX 
OPEN- Mj .y bAt 9am - .1.10pm LATE NIGHT: I HIIJAy "am - fpm 

[LONDON 01-580 4000 

™™ '°" ?nnam OsWrt floatl. London. WIP OBA 

Of£N . j,..,-, ,..,■■.„., LATE NIGHT: NtlNE 

ILONnON 01-629 1234 ext 3914 

Sell"Oges ■ 1st floor/. Oxford Slreer. London. WIA IAB 

"EN -ON SA t 9* m - a QQpm LATE NIGHT THURSQAY 9am - Rpm 



FREE SILICA STARTER KIT 
WORTH OVER £200 

WITH EVERY ST - RETURN COUPON FOR DETAILS 
_ALL_PRICES QUOTED INCLUDE FREE UK DELIVERY 

I PLEASE SEND FREE LITERATURE ON THE ATARI ST 

I 
I 
I 



Mr/Mr WMs; 



Address. 



Initials; 



Surname: 



' * ■ 4 » ■ 




Do you already own a computer 
'I so. which one do you own? 



Postcode. 



D TPqJ 



MIKE SINGLETON HELPS YOU STAY OUT OF THE COLD IN MIDWINTER 



r 



Etc mre to ehe<k up on the personal! 
tifs and abilities o' every person in 
your team - thai my you tan put 
together ihe moil effective force 



THE TEAM SPIRIT 

Gelling a good team together 
is virtually essential 
although it's conceivable that 
you might defeat General 
Masters with just one or two 
people, it's a very risky strate- 
gy to adopt. With a team of a 
dozen or more, you can 
assign some members [o 
engage enemy snow-buggies, others to sabotage, a few 
for further recruitment and a handful to the strike 
against General Master's HQ. 

The quicker you can recruit a sizeable team, the 
better. In the early stages of the game you'll find it 
advisable to devote nearly all of your current team to 
recruiting new members. If you do this you'll find that 
your recruiting drive works rather like a chain letter. 
Say each new team member recruits just Iwo more 
members, you'll find the strength of your team dou- 
bling at each stage. 

Its vital to hear in mind the personalities and the 
likes and dislikes of the people you're recruiting. Cazz- 
ini. the hang-glider pilot, for instance, is miserable and 
grumpy, hut female company cheers him up no end. 
So Sarah Haddocks or Virginia Caygill will have no 
trouble recruiting him. The lone hunter. Rujel, an 
excellent sniper, refuses to )oin anyone except his 
apprentice, young Davy Hart. 
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BANDIT'S AT 3 
O'CLOCK 

The worst danger in 
hang-gliding comes 
from enemy aircraft. 
They are more difficult 
to spot when you are in 
the air, especially when 
you're banking left or 
right, and consequently 
more dangerous. 

The trick is to 
manoeuvre gracefully 
when you're gliding - no 
sharp turns or dives. 
Use the "look at the 

ground" option only briefly and occasionally, and keep your eyes on the horizon 
all the time. This way you'll spot enemy aircraft before they can do you any 
damage. 

Loose off your air-to-air missiles as soon as you can. If the enemy aircraft gets 
close in to you its tight turns can throw your missile off track and you'll find it 
difficult to line up again on the enemy if he's circling around you. 

If an aircraft does close in, then's the time to start making sharp turns until 
you can bring him in your sights again. 

A word of warning - flying close to the ground gives you extra lift and there- 
fore extra speed but it also obscures the horizon, hiding attacking aircraft 
behind the hills and mountainsides. All the time, you'll find a trade-off between 
speed and safety. 



Midwinter has been wide- 
ly acclaimed as one of the 
most exciting games to 
be released this year. We 
were very impressed and 
awarded the game a first 
class ACE Rating of 948. 
The game can be a little 
overwhelming for the 
beginner, and still tricky 
even for the experienced 
player, so we are pleased to be able to 
bring you some red hot playing tips from 
the game's creator Mike Singleton. 

HARMLESS OR HUNTED? 

The enemy bombers and spotter planes roam around the skies of Mid- 
winter freely, seeking out your team. Naturally, their activity is more 
intense the closer you get to the enemy HQ at Shining Hollow, but they 
also have orders to hunt 
down the more danger- 
ous or important mem- 
bers of the FVPF. 

Captain Stark is the 
most wanted man of all 
and he will be hounded 
by enemy aircraft to the 
very end of the game. At 
the other end of the 
scale, old Mrs Randies 
and the two children suf- 
fer only the occasional 
air attack. In general, 

civilians have a low priority in enemy air attacks, whilst higher ranking officers 
in the FVPF are favourite targets. 

In addition, the more inconspicuous your vehicle, the less prone you are to air 
attack. Sniping attracts least attention from aircraft, followed closely by skiing, 

then hang-gliding, and finally snow-buggying, which 
brings enemy aircraft swarming like hornets. 




Sniping attracts Mutt an moon Irom enemy air patrol*, and n die 
best way o< (MpaicMng aircraft when you are out in the open 



it n essential that SurW makes tiimyir use of die nup in ftn initial quest to 
recruit as many people ai possible 



ON THE PISTE 

Cr mi country skiing it best over fairly gentle terrain, having reached 
skiing speed, you'll be able to carry on tor miles and miles, the rush 
down each hill compensating for the fall in speed climbing it. Wher- 
ever possible head for the imoothest route, even if this means a 
slight detour - the photographic map helps enormously in choosing 

■M roufi. 

In the mountains, don't try to go any real distance uphill - save 
that for the cable-tars or hang-gliders. Downhill, you should try to (hi 
along the gullies rather than over the ridges. This keeps your speed 
up and makes for a smoother, safer journey. On steep downhill rum, 
the problem is more In slowing yourself down (as in real life!). 
Although pulling back on the mouse will slow you down a bit. It's not 
always sufficient to prevent a tumble as you hurtle towards a sharply 
upturning slope. Better speed control comes from "traversing" - 
'tpagglng across a steep slope rather than plummeting straight 
down it. 

Dealing with enemy aircraft depends on the terrain. If you're in 
open, flat countryside, unsling your rifle and start sniping straight 
away. If you're on a long downhill run, it may be best to keep going. 
At maximum skiing speed (around 70 mph), you can actually outrun 
the aircraft, whose manoeuvres are hampered by the rough terrain, 
whilst if you stop , the rough terrain can prevent you getting a clear 
shot at the enemy. 

Another useful tactic is to use the trees as markers, heading 
towards them on route whenever possible. Then, if you hear the omi- 
nous drnne of an enemy vehicle, you can nip 10 the tree and climb It, 
gaining a good vantage point from which to snipe. 

If you're planning to use hand-grenades, make sure you get your- 
self up into the hills first. There's nothing worse than chasing a 
tempting enemy supply buggy only to find It draw steadily away from 
you on an uphill climb. Swooping dawn from tho mountains onto 
unsuspecting supply columns is much, much better! Don't forgot to 
swerve sharply away after you've lobbed ynur grenade. 
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KRISTIANSEN CALLING! Professor Kristiansen is the only character 

able to transmit a distress call on the radio. 
By doing this, he can recruit up to 4 new team members. However, you 
must first recruit Kristiansen and then get him to a radio station. 

The cantankerous professor dislikes authority in all its guises and will 
reject any approach by Captain Stark and other officers. His grandson, 
Davy Hart, Davy's girlfriend Jenny or ski teacher, Virginia Caygill, are 
all likely candidates for recruiting Kristiansen. 

Unfortunately Kristiansen is not a good skier, gets tired and injured 
easily and he is also a prime target for enemy air attacks. To get him to 
a radio station safely you really need to get him in a snow-buggy. It's a 
good idea to take him as a passenger: the frequency of the enemy air 
attacks depends on the driver, not the passengers, so this is one way of 
sneaking him through the enemy air cover (provided the driver is a fair- 
ly harmless chap). 

A REAL CLIFF-HANGER 

Valleys are a bit of a nuisance when you're liang-glidinfl . The updraught drop! rapidly away and, 
unless you're an expert pilot you'll have to land alter a fairly short distance. So, getting from A to 
II needs a little planning. Stick to the mountain ridges, even if it means making a detour, and 
wlun you do have to cross a valley, make sure you do so at the narrowest point. 

Alternatively; the coastline on the island can he 
usefully exploited when you're hang-gliding. Tin* vast 
cliffs on the shoreline give truly massive lifl to any 
hang-glider and by hugging Ihe coast you can Iravel 
an incredible distance. A good candidate for such an 
expedition is Iwanoto. the Zen Ruddhist Constable at 
Millpond Flats. Me is extremely fit and good at virtual 
ly everything, hang-gliding included. Chahrun, the 
hunter, is another possibility. 

Both these characters live close to Thunder 
Mountains where there is a cable car run. and you'll 
find hang-gliders galore at the top station. From there 
its just a short flight to the cliffs of Thunder Bay. Turning south at the coast, you can cliff-hang 
almost to the door of Central Master's HQ — if you can survive Ihe trip. 

Crossing water in a hang-glider is tricky. There's no lift al all. so you must gain as much 
height as y..u can by circling over the cliffs to begin with. Flying across straits or a large bay is 
best done by island hopping. Small rocky islets are dotted around the coastline. Using the 
updraught found at these liny islands you can boost your altitude and keep your feet dry! 



FROM PETS TOMAELST 





"'"t ~P H * r '* be effective meant of trans- 
part and attach, even ovrc lung distances - pro- 
edmg that you develop ihe necessary skills 



GET TO A GARAGE 

When the game slarts. Captain Stark finds himself slap bang in 
Ihe middle of an enemy unit. He is on skis and nnly has his 
rifle and a handful of grenades to light oft the enemy and air- 
craft. 

Although Stark could stand and fight tand do considerable 
damage to the enemy unit), the first few hours are crucial in 
recruiting other people - Stark must move iiuickly. 

Consult the map to find the nearest garage and head for it 
as quickly as you can. Avoid enemy vehicles where possible 
rather than engage them, and pause only to snipe at the air- 
craft that will continually harass Stark. Once you've reached 
the garage, leap into the mow buggy you find there and race 
off to recmit new members for your team. You can deal with 
the enemy later. 

If there's no garage reasonably close at hand, hang-gliding 
will get Slark quickly across difficult terrain, so make for Ihe 
nearest cable-car statinn. During the cable-car journey up the 
mountain, Stark will he able to rest befnrc his flight, an added 
bonus. 




Whenever you come across a snow-bu£gy. look after it 
They are gomg to be essenoal for quica mobiluiawon ol 
four team 

Thanks to Mike Singleton am) Miciopiose for ihe 
tips. In next monito TNT ml carry funher Ops (or 
tfin iupctb gome... see you then! 



KEEP ON 
TRUCKING 

Take good ear*, o' < »• i> and 
every snow-buggy * ou ft "< f - <•"-/ 
are 4 scarce resource but vital 
for last movement. In particular, 
look carefully at the map before 
taking off on a tourney. Snow 
buggies will topple over going 
across steep slopes, to ynu mini 
keep to the low ground whenev- 
er possible. If you are forced lo 
go across really rough terrain, 
look at the photographic map to 
pick out the smoothest path. 
Finally, if you have to tackle a 
steep slop*, tackle it head-on. 
You won't climb it very fast, but 
at least you won't topple over. 

Tactics in battle are probably 
a matter of last* as much as any- 
thing else. Personally, I prefer to 
use the directional sound of the 
enemy vehicles for lining up my 
weapons. This way you can fire 
■ t the vehicle and destroy it 
before you've even seen ill Torpedoes are best for 
this tactic, since they have a broader radar scan for 
homing in, allowing you a greater margin of error. 

The essential thing in baltle is to destroy the 
enemy vehicle before it gets a chance to fire back. 
Enemy snow-buggies take some time to locate and 
target you. so you should be able to get them in your 
sight before they fire. Once you have locnod a miv 
sile, however, they understandably target you a lot 
quicker, so makr sure the first shot is accurate, oth- 
erwise you'll find a missile coming your way very 
shortly. 

Enemy missiles can be thrown off track by 
eatremely violent manoeuvring - sharp turns, rapid 
acceleration, emergency stops. Once again its impor- 
tant to keep to low. flat ground for battles: choose 
your battlefield carefully. Start doing violent battle 
manoeuvres in rough terrain and you run a severe 
risk of crashing your own vehicle. 



Mike Singleton is now recognised as a leading program- 
ming talent, having been responsible for some of the mor i 
spectacular games to be released over the last decade, and 
with games as strong as Midwinter he looks set to go on 
building on an already impressive reputation. 

Like many of today's top programmers Mike first got 
involved with home micros as a hobby - he was working as 
an English Teacher at the time. He had been playing 
American Play-By-Mail games for some time, and came to 
the conclusion that he could create a game system of a 
better quality than the current Transatlantic crop. 

Using a Commodore Pet computer as a mediator Mike 
•et up the hit Play-By-Mail game Stariord. a compelling 
battle for domination of the galaxy. This featured the 
rather interesting incentive of free play. If you managed to 
become Emperor of the game's universe you played far 
free until you were toppled by another player. 

When Clive Sinclair's revolutionary ZX80 and ZX8I 
appeared Mike was the one of the first to became involved. 
He wrote a compilation of I K games for the ZX8 1 - imagi- 
natively titled Games Pack No. I by Sinclair Research, and 
bundled with the machine. 

Mike made enough money from these games to allow 
him to leave his teaching position and turn his attention to 
full time programming. Some of his early works were 
Snakepit, Shadow-fa*, and Siege for the Vic- 20, and the first 
game to employ a stereoscopic effect (which required you 
to wear special glasses) called 3 Deep Space on the BBC 
micro. 

Then came the project which really rocketed Mike to 
fame: Lords of Midnight, a role playing game on the ZX 
Spectrum which was universally acclaimed for its stunning 
3D graphics, site, and depth of gameplay. This was closely 
followed by a sequel, Doomdark's Revenge. 

Midwinter, developed with Mike's company Maelstrom 
Games, has taken four man yean to produce. The actual 
code that drives the game is 160 Kilobytes, while there is 
400K of compressed graphics. Maelstrom managed to 
achieve an average compression ratio of 3:1, meaning that 
the actual uncompressed graphics data is approximately 
1.2 megabytes. 

Maelstrom's current project is a computer version of 
Stariord in which the computer controls the other players. 
If Midwinter is anything to go by it should be well worth 
looking out for. 



THE FINAL OBJECTIVE 

Attaching the enemy HQ is never easy, whichever 
method you choose. However, there are some key 
points to bear in mind. 

Make sure you stock up with dynamite before 
reaching Shining Hollow - you won't find any there, 
so you won't be able to blow up the HQ. 

Don't try to ski all the way there. It's a very long 
journey and even the best of skiers will get exhaust- 
ed. 

Hang-gliding from as far away as the Sierra Madre 
is possible, but you need someone good or excellent 
at hang-gliding. Also, air attacks will come thick and 
fast as you approach Shining Hollow, so you're apt 
to run out of air-to-air missiles. If needs be, you can 
always pick up a fresh hang-glider (with fresh mis- 
siles) at one of the top cable-car stations en route. 
On the plus side, you won't have to engage the 
enemy ground units that guard the approaches to 
Shining Hollow. 

Going by snow-buggy needs careful attention to 
the route. Three factors are to be borne in mind. 
First, you've got to keep to the low ground. Second, 
you should try to skirt enemy armoured units at the 
approaches. Third, you'll need to head for a garage 
at some stage to refuel your buggy. The coastal 
approaches to Shining Hollow seem to offer the 
best combination of all these factors. Finally, choose 
your driver carefully. Although Stark is a good driv- 
er, he's also a prime target for air attack. Someone 
less conspicuous but with the necessary skill to drive 
at high speed is best. 
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There will be even more hardware 
at the Atari 90's Show. 



There'll be more of everything at the Atari 90's Show 
More hardware. More software. More exhibitors. More 
experts. 

And more "world firsts" in the Atari Showcase. 

You'll find the world's first pocket-sized PC - the Atari 
Portfolio, the world's first multi-processor workstation - 
the Atari Transputer Workstation, and the world's first 
colour hand-held video games machine - the Atari Lynx. 

Naturally, the rest of Atari's huge range of products 
will be there too. including the highly-acclaimed range of 
PC compatibles and the powerful new ST machines. 

There'll be people on hand to help you choose new 
equipment. 

Or. if you simply want to get more out of what you've 



already got. there'll be free seminars, user workshops 
and technical clinics And. in our massive games arcade, 
you can check out all the latest software, 

Admission is just £2, or bring the family for £4 
(2 adults. 2 kids. Extra kids £1) 

The Show's on from ist-3rd June 1990 (Friday 1st 
and Saturday 2nd. 10 00am-6.00pm. Sunday 3rd. 
10 00am-4 00pm.) It's at the 
Novotel Exhibition Centre, 
Hammersmith, London (Nearest 
tube Hammersmith.) 

Don't miss it, or you could 
miss out on a whole new decade 
of computing. 



A ATARI 
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This month's report 
on the coin-op scene 
covers further world 
domination for Tetris, 
a new trend in game 
graphic style and how 
a year's worth of 
development changed 
a Sega blockbuster. 
John Cook reports 



The sequel to Tetris, pro- 
grammed by Ihe original 
team, is the big news this 
month (see box), but we've 
also checked out new games from 
Sega and Atari, as well as a couple 
ol interesting experiments in digi- 
tised sprites. Here's whafs bub- 
bling up in the coin-op arena lor 
summer 1990... 

Well over a year ago, Sega 
showed off a development version 
of a four player game called Last 
Survivor. This was housed in a 
huge cabinet and gave each player 
a monitor of their very own. 

The basic idea of the game 
gave you a first person perspective 
view of a very detailed maze, 
inhabited by assorted nasties - 
and seven other characters (some 
of which can be controlled by other 
humans). 

You each have a single key. 
You need to collect three to gain 
exit from the maze. The only way 
you get a key off a person is to kill 
them! You now get the picture, yes? 

Nice concept, particularly as 
you can lurk by the exit and pick 
off the confident, but foolish player, 
who - when he's got all the keys - 
slowly saunters towards the door. 
You then knobble him and exit 
smartish - and win the round. 

Nice implementation loo. Sega 
use their sprite technology to the 
full and the result is very impres- 
sive, colourful and smooth. Thing 



Blcuecd - faking Tetri* info another dimension 



was - the game played like a dog. 

It's very easy to be critical of a 
game - harder to pin down what 
you have to do to improve it. I 
couldn't tell you exactly what was 
wrong with the game a year ago. 
only that it was rubbish. A year 
later and ifs very good - particular- 
ly if you play it with a group of 
humanoids. Whafs the difference? 
Lord knows, but I salute a company 
that delays release until they've got 
it right. 



Expect a fuller review m a later 
issue - meanwhile Sega's latest 
megagame and Afterburner follow- 
up, G-Loc is expected in this coun- 
try 'real soon'. We'll report as soon 
as we've got some hands-on expe- 
rience. 

SPRINT-lUG AHEAD 

If you find a winning formula, stick 
to rt - that seems to be one of the 
many corporate maxims at Atari 
Games. Well, take a look at Bad- 



DIGITAL MAGIC FROM THE PINBALL BOYS 



More pinball companies seem to be moving into the coin-op arena and 
seem to be bringing in a breath of fresh air - and with it perhaps, a 

taste of things to come. 

First Gottlieb brought out the deeply weird Exterminator and not 
only did it have an original (albeit totally incomprehensable) story line - 
but it made great use of digitised images, not onfy as backgrounds, 
but sprites as well. This gave it a completely different feel - and added 
much to the game. 

Now Baity-Midway are trying the coirvop game with something 
called Trog which, again, makes extensive use of digitised images. 
(The game itself looks like a four player Pacman variant, but I'll hold 
judgement until I get to play it properly.) 

It looks good - and Bally are making great play on it's realistic 
sprites, calling the whole system PLAYmabon. This points the way for- 
ward tor all videogames. 

With the advent of CD technology in the arcades - and ifs only a 
year or so away - we are going to find more and more that film and 
video images are used in coirvops. Robocop will actually be Robocop, 
if you like. 

And thaf s OK for pure fantasy stuff - but can you imagine Opera- 
tion Wolf in full video reality? See that gore fly, eh kiddies? Ifs some- 
thing the whole of the industry ought to be considering - before the 
Mrs Whitehouses of this world beat them to it. 
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TETRIS NOUVEAU 




Mutti player 
gaming 
enter* a new 
dimension 
with Sega'* 
L*st Survivor 



tends, if you will. Is that a Sprint 
Clone I see before me? You betcha. 

Sprint started off life as a 
black and white, two player 
upright. Went to a four player stand 
around. Many years later resurrect- 
ed as a three player bash in full 
colour - Super Sprint Went back 
to two player as Championship 
Super Sprint. Now we have that 
with extra blasting involved. 

Very Mad Max, as you blast 
away at the opposition, and quite 
satisfying after a hard day's park- 
ing on the M25, but it lacks the ele- 





Badtanas: vrill sending unites 
through the bin as more and mare 
driving scenarios hit the screens 

gance of the more basic originals. 
Popular with the kiddies - I sug- 
gest you give it a miss. 



Digitised background* 
in glorious Piaymation 
- set to revolutionise 
the look of even the 
humblest coin-op - and 
make a huge differ- 
ence withjilm licens- 
es. Why don? (hey do 
this with the home 
computer and console 
versions? 



I guess you are familiar with the way that one simple game idea - 
mess around with falling blocks - named Tetris. developed by a lone 
Russian programmer, has become a global phenominon. Starting out 
on home systems, then migrating to console, hand held and coin-op. 
its Glasnost marketing pitch took Europe by intermittent showers and 
America and Japan by storm. 

Arguably, Tetris was most influential on coin-op (where it was 
released by Atari Games), spawning a whole forgotten genre of puz- 
zle/action arcade games, the vast majority being complete garbage. 
Common consent has it thai the only puzzle games released since then 
worth the lOp were Block Hole from Konami and Pang from Mitchel 
Corp - until the recent introduction of Klax from, again, Atari Games - 
hailed as its follow up', 

Sega must have been a bit miffed with the whole situation. Not only 
did it not have the rights to Tetris on coin-op, but even for its console 
the best available product was an allegedly illegal pirate venson as Nin- 
tendo claim all console rights - a matter still the source of some 
debate over the water. 

What would you do in the same situation? While other manufactur- 
ers rushed out crap puzzle games, Sega hit on an alternative solution: 
commission the Russians to write a follow-up to the original. Clever, 
eh? 

This follow-up is called Bloxeed, and when I say follow-up, I suggest 
you think of it the same way as Arkanoid was a follownjp to Breakout. 
The principle is identical, but frills have been added in the form of 
power-ups. Some people are going to like it more, the purists are 
going to like it less. Whatever, it's likely to be a pretty big seller for 
Sega. 

Like the Atari Games version of Tetris - and unlike many of the 
home versions - Bloxeed can be one or two player, with playfields set 
side by side. To make it all fair, shapes come down in the same order 
for bolh players - and it's a question of who can last out for longest, 
as the concept of discrete 'rounds' has been rejected. In that respect 
ifs closer to the original. 

One neat two player feature - if you make over two lines with one 
shape, those lines are transfered to the bottom of the opposing play- 
er's stack, shifting it upwards. Nice one. This is in additon to lines 
being added by the computer as bme elapses. 

Add to this the way that the game speeds up as you rack up the 
lines and you get a game that is harder than Tetris Cow-op - and so 
more challenging for the seasoned player. 

Power-ups? They come in the form of shapes with a letter imbed- 
ded in them. When the letter lands, it becomes part of the stack. Make 
a horizontal line with the letter as part of it. and depending on the let- 
ter, a power up appears at Ihe top of the screen. There's a bomb that 
clears an area of the stack when it lands, a 16 Ton weight that clears a 
path 3 squares wide from the top of the screen to the bottom, a satel- 
lite which you control, firing bullets that destroy shapes, and one that 
fires squares.. ..therefore completing lines if used correctly. Finally 
there's a mystery one that does stuff like destroying alternate lines of 
the stack or slowing the game down for a bme. 

How does it play then? Initial looks are unfavourable. It's graphically 
unattractive compared to its predecessor and superficially lacks polish. 
But when you play it, the elegance of the basic concept shines 
through. The game is a superb Tetris variant - and Pazhitnov is the 
only guy that could write such a game without getting his bottom sued 
off. 

The speed ol the game is geared towards the arcades - you do 
not stay on the machine for hours on end because the pace of the 
game increases so quickly. Yet even when the shapes fall down at light- 
ening speed - the fastest of any Tetris game I've played - you still feel 
you have full control of the shape. 

I couldn't believe the game could ever be played so fast - and 
came off the machine as exhilarated and breathless as after playing 
the slickest and fastest of shoot-em-ups. 

Bloxeed is another classic and is going to appeal to old Tetris 
hands - and also to anyone that felt the original coin-op was too tame, 
Go for it! 
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THE ACE CHARTS AND STOCKMARKET 100 

The ultimate software chart. Forget everything else, the 
ACE stockmarket is based on the collective opinions of the 
people in the know - Britain's software reviewers.. There 
are prizes to be had too 

MATING THE MACHINE 103 

Are you fed up with being humiliated by your micro at 
chess - if so then this feature is for you. Marialana Sestero 
explains how to predict the moves your machine will make, 
and turn the tables.. 

HARDWARE GUIDE , 105 

Its back - the ultimate buyers guide. If you are looking for 
a first machine or simply upgrading your machine,, then 
look no further This month we concentrate on consoles, 
next month the computer listings will be back 

AGONY AUNT 108 

Even computer owners have problems, buit have no fear, 
Aunty Ace is here to sort them all out.... 

COMPETITION 108 

Another chance to win yourself some tasty goodies as the 
Pink Page competitions return with a vengeance. 

HOT OFF THE SHELVES 110 

A selection of games recently given Red Hot reviews in 
ACE. We've only included games currently available, so 
here's where to look before you go shopping, 



THE ACE PRIZE CROSSWORD & PUZZLE 113 

More cryptic conundrums for micro maniacs! 

ACE DEALS 116 

Loads of special offers and promotions to cheack out 
before you head for the High Street with your hard earned 
cash 

ACE DIARY 116 

Where and when it's all happening in computerland this 
month, and details of all the forthcoming software releases 
too. 



ASK MEL! 

Melanie Costin is available throughout the day to deal with your Reader's Pages 
queries or to sort out any problems you have using the mail order services adver- 
tised in the Pink Pages, h* you've got a problem (no personal stuff please) then give 
Mel a ring on 01-251 6222 Ext2517 and she will be happy to sort you out Aren't 
you the lucky ones? 
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THE ACE 
STOCK MARKET 

NOTHING LESS THAN THE BEST CHARTS IN THE BUSINESS - BECAUSE THEY WIN YOU PRIZES AND THEY'RE BASED 
ON THE AUTHORITATIVE OPINIONS OF GAMES EXPERTS AND REVIEWERS ACROSS THE COUNTRY. IF A GAME HITS 
THE HIGH SPOTS ON THESE PAGES, YOU KNOW IT BELONGS IN YOUR COLLECTION. 



What's going to top the charts next 
month? 
More and more of you are writ- 
ing in after each issue with your Stockmarket 
Forms, trying to pick the next month's entries, 
and you're getting better and better at it. We 
expect to hear from even more of you now that 
it's easier to enter, since you only have to pick 
ONE entry for each category. And if you get 
only one of those game names right, you could 
be in for a prize. 

We've printed the winners for Rounds Four 
and Five below. The new system makes it even 
easier to win and already several people have 
come close to winning the Jackpot £150 prize 
worth of software. We live in hope - and so, we 
expect, do you! 



If you're new to the Stockmarket, here's 
what it's all about. First, you get the charts. 
Unlike all other charts, these realty do tell you 
which are the best games, because they're 
based on review ratings in all the UK maga- 
zines, and not on hyped sales. That means that 
they give you a excellent guide to the games 
you should be buying for your machine. 

You also get the Stockmarket itself (see 
panel on the right) and, of course, the chance 
to win prizes. The entry form is on page 120. 



Top Ten Console Sales compiled by Shekhana 
Computers, 2 Gladstone House, High Road, 
Wood Green, London N2Z. Tel: 01-889 9412, 

Fax: 01-889 9413 and at 221 Tottenham Court 
Road. London, W1 Tel: 01-631 4627 



THE WINNERS: ROUNDS 
FOUR AND FIVE 



Well, you're really getting into the swing ot this now, aren't you? Of course it helped just a teensy bit that 
the dosing date lor Round Four was misprinted, so that it was a month later than it should have been, 
enabling a lew clever dicks to send in all the right answers. In the end. we thought it fairest to give 
everyone a chance at winning and put all the entries In a hat and drew out the winners. They were Tony 
Coltam ot Glasgow, David McMahon of Stafford, Anthony Treacy ol Northampton. James Black of 
Diss, Sanee Khan ol llford, S. Crescl ol London, and Jack Phillips of Walsall. Well done, lads - espe- 
cially Mr Cresci who wins for the second time running. 

Next came round five, and this really foxed people with some unexpected entries In the charts. 
Although quite a few people spotted E-Motlon, games like Blue Angel and Kid Gloves caught everybody 
napping. Simon Pentold of Blackwood spotted Indie 500 in third place on the PC. Emyr Jones ot Ltanr- 
wst managed to get both E-Motion and TV Sports Basketball in the right places (first and second) for ihe 
Amiga Stewart Colbourn managed to get Chaos Strikes Back in second place for Ihe ST {why didn't 
anybody spot Player Manager coming up for tops for the ST?).Sean Glover ol Thorney got Buggy Boy 
AND Vendetta right for Ihe C64. David Latham of Preston guessed right with Imageworks top of the 
Stockmarket. Phil Maxfleld of Rotherham twigged Fiendish Freddy at number one on the CPC. Finally. 
Faisal Sheikh of llford was the only person to spot The General in the Spectrum charts. Prizes are on 
their way to all of you. 



THE STOCKMARKET 



The ACE Stockmarket gets its name from the 
fact that each month we list the top software 
companies together with a 'share price' for 
each one. The Stockmarket tells you which 
software houses are currently producing the 
most successful titles. Each company has a 
THIS MONTH rating, which is calculated 
according to the reviews its games have 
received during the current month. A company 
whose games are all rated highly will have a 
high THIS MONTH score. 

The next rating in the company counter is 
the SHARE PRICE. This simply tells you how 
well a company is doing relative to its past per- 
formance. If a company gels worse reviews this 
month than last month, rts price will drop. If it 
gets better reviews, the price rises. Companies 
who get no reviews at all have their price 
decreased each month until they get reviewed 
again. 

Associated with the share price is the +/- 
rating, which simply tells you how much that 
company's share price has risen or fallen this 
month. 

Finally, there's the company's INDEX RAT- 
ING. This shows how well a company's games 
have done this month compared to the average 
score gained by all the other games reviewed. 
Il's this rating that determines the position of a 
company in the charts. The average score for 
ALL games reviewed each month is called the 
SOFTWARE INDEX and it's printed at the lop 
of the Stockmarket. In other words, if a compa- 
ny's Index rating shows a * figure, that's 
because its games have scored higher than the 
industry average during the current month. A 
minus figure shows that its games have scored 
less well than the average. 



THE 16 BIT CHART 



Title 


Publisher 


Formal 


Rating 


Space Rogue 


Origin 


Amiga 


94 


Escape from the Planet 








of the Robot Monsters 


Domark 


Amiga. ST 


91.42 


Hammerfist 


Activision 


Amiga 


90.5 


Warhead 


Activision 


Amiga 


89.1 


Klax 


Domark 


Amiga, ST 


88 


E-Motion 


US Gold 


Amiga, PC, ST 


88.32 


Manchester United 


Krisalis 


Amiga. ST 


88.1 


Xenomorph 


Interceptor 


Amiga. ST 


87 


Bomber 


Activision 


Amiga, PC. ST 


87 


Castle Master 


Domark 


ST 


87.83 



Bubbling under: Knights of the Crystallion (SSfUS Gold) on Amiga only, and 
Pipemanla (Empire) and Player Manager (Anco) on both Amiga and ST. 



THE 8-BIT CHART 



Title 


Publisher 


Format 


Rating 


Platoon 


Hit Squad 


C64, CPC, Sp 


93.33 


Vendetta 


System 3 


C64 


93.05 


Hammerfist 


Activision 


C64, Sp 


91.63 


E-Motion 


US Gold 


Sp 


87.38 


Zombi 


UbiSott 


Sp 


87.34 


X-Out 


Rainbow Arts 


C64, CPC 


85.75 


Ikan Warriors 


Encore 


C64, CPC 


83.84 


Arkanoid 


Hit Squad 


C64, Sp 


B3.75 


Pub Trivia Simulator 


Code Masters 


C64, Sp 


82.75 


Rainbow Islands 


Ocean 


CPC. Sp 


81.92 



Bubbling under: Myth (System 3) on C64 and CPC: Ferrari Formula One 
(Electronic Arts) on C64. and Fourth Dimension (Hewson) on C64 and Spec- 
trum. 
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THE MACHINE CHARTS 




AMIGA RATINGS 

Space Rogue Ongin 94 

Hammertisl Actlvlsion 90 5 

Warhead Activision 89.1 

E-Motion US Gold 86.45 

Player Manager Anco 86.33 

EMotion and Warhead hang on in there from last 
month, but have to moke room lor the very highly 
rated Space Rogue and Warhead's stabtemate 
Hammeriist 



AMSTRAD CPC RATINGS 



Myth 

Ikari Warriors 
X-Out 

Or Doom s Revenge 
Wild Strsats 



System 3 
Encore 
Rainbow Arts 
Empire 
Titus 



88.17 
85.17 
83.5 
80 
74.75 



System 3 tops another format with the graphic 
adventure Myth, and Ikart Warriors proves there's 
life in the older titles yet. 



SPECTRUM RATINGS 



Rainbow Islands 
Hammerfist 
E -Motion 
Zombi 

Fruit Machine Simulator 



Ocean 
Activision 
US Gold 
Ub.Solt 
Code Masters 



94.5 
92.75 
87.38 
87.34 

79.5 



Who says the Spectrum is becoming neglected? 
Versions ot games also finished on 16 bit formats 
fill the first three places in this months counter, all 
scoring over 85%. 



COMMODORE 64 RATINGS 



IBM PC AND COMPATIBLE RATINGS 



Vendetta 
Ika/i Warriors 
Ferrari Formula One 
Beyond the tee Palace 
Weird Dreams 



System 3 93.05 

Encore 82.5 

Electronic Arts 73.5 

Encore 72 

Rambird 61 



Vendetta takes ovor the lop slot as this month's 
top-rated C64 game - this and Ihe oldie Ikari War- 
riors are way ahead of any other cunent title. 
When Commodore games are good, they're very 
very good, but there's not much strength or depth 
at Ihe moment. 



E -Motion 

Colonel's Bequest 
Ski or Die 
Conqueror 
Sherman M4 



US Gold 
Sierra On- Line 
Electronic Arts 
Rainbow Arts 
Loriciel 



91 .25 
83 
82.5 
80 

74.88 



Perhaps the novelty value of E-Motion has worn 
oft a bit. bul later reviews aren't quite as 
favourable as the first tew write-ups - but compli- 
mentary enough to keep the title at Ihe top of PC 
ratings. 



ATARI ST RATINGS 

Ktav 

Escape from ihe Planet 
of the Robot Monsters 
Castle Master 
E- Motion 
Conqueror 



Oomarfc 

Domark 
Domark 
US Gold 
Rainbow Arts 



89 

88.83 
67.83 
67.25 
85.5 



No publisher has ever taken over a format to this 
extent before, bul Domarh's three current biggies 
are knocking Ihe reviewers for six. 



TOP CONSOLE GAME SALES IN MARCH 1990 



These are the console games that 
are selling the most copies at 
Shekhana's London outlets... 

New entries thts month include 
Paranoia on the PC Engine roaring 
in at number two and Automic 
Robokiddhas dropped out of the 
charts altogether On Ihe Sega 
Megadnve Assault Suit Leynos has 
squeaked into the chart, displacing 
Sokoban (and no wonder, really, 
since although addictive it only 
involved shoving boxes about - 
hardly advanced console entertain- 
ment). 



SEGA MEGADRIVE TOP 10 

1 GOLDEN AXE 

2 GHOULS'N'GHOSTS 

3 SUPER SHINOBI 

4 FINAL BLOW 

5 LAST BATTLE (North Star) 

6 RAMBO III 

7 FORGOTTEN WORLDS 

8 SUPER REAL BASKETBALL 

9 ASSAULT SUIT LEYNOS 

10 TATSUJIN 

PC ENGINE TOP 10 

1 CHASE HO 



2 


PARANOIA 


4 


TENNIS 


3 


SUPER VOLLEYBALL 


5 


LAST BATTLE (North Star) 


4 


SHINOBI 


6 


MASTER KARATEKA 


5 


KNIGHT RIDER 


7 


WORLD BOWLING 


6 


NEW ZEALAND STORY 


a 


PINBALL 


7 


TIGER ROAD 


9 


ASMIC WORLD 


8 


VIGILANTE 


10 


OTHELLO 


9 


ALTERED BEAST 






10 


HEAVY UNIT 


LYNX TOP 5 






1 


CALIFORNIA GAMES 


GAME BOY TOP 10 


2 


BLUE LIGHTNING 


1 


TETRIS 


3 


CHIPS CHALLENGE 


2 


SUPER MARIO LAND 


4 


GATES OF ZENDOCON 


3 


GOLF 


5 


ELECTROCOP 



THE ACE STOCKMARKET - THE TOP 25 SOFTCOS 



There are lour columns of ratings tor companies each month in the ACE 
Stock Market. The first shows the overall score for this month only, sta- 
tistically calculated from hundreds of reviews in magazines during the 
current month. The second shows the amount of change ■ up or down - 
from the previous month. The third 



is the share price: the company's 
rating relative to its past perfor- 
mance, while the final column 
shows how highly each company's 
titles have scored compared to the 
software index rating for that month. 

The software index rating is the overall average mark given by mag- 
azine reviewers over all titles. This month we are only printing the top 



THIS MONTH'S SOFTWARE INDEX RATING: 

73.42 

UP NEARLY ONE POINT! 



25 companies in the Stock Market; however, other companies' perfor- 
mances continue to be monitored. 

Companies rating 100 and marked ' are 'new entries'. They haven't 
featured in the Company Counter before, and a company's launch share 

pnee is always 100. 

Strategy games are the cur- 
rent reviewers' favourites, which is 
good news for strategy specialists 
such as Origin, Rainbird, PSS and 
SSI, which are filling four of the top 
six positions in this month's company counter. If your finances are a bit 
more limited, look at the new budget titles out from Hit Squad {8-bit) and 
16 Blitz (16-bit) - consistently being rated in the eighties. 



Publisher 


Rating 


♦A 


Shares 


Index 


Activision 


85.14 


+10.82 


114.56 


11.72 


Anco 


82.17 


.15.47 


123.19 


8.75 


Origin 










Domark 


8435 


+3.68 


104.53 


11.43 


Psyclapse 


81.82 


+12.92 


11875 


84 


93.33 


.2642 


139.49 


19.91 


Krisalis 


84.44 


-7.06 


92.28 


11.02 


Electronic Arts 


81.5 


+2.94 


103.74 


8.06 


Hit Squad 


90.6 


+4.72 


1055 


17.18 


Gremlin 


84 


.15.94 


123.42 


10.58 


Sierra On-Line 


81.5 


-3 


96.45 


808 


Ranbirrj 


88.8 


+ 16.05 


12206 


15.38 


Audiogenic 


84 


n/a 


'100 


10.5816 


Psygnosis 


804 


n/a 


112.72 


698 


PSS/Mirrorsofl 


87 


+4.25 


105.14 


13.58 


Bib 


83.5 


0 


100 


10.08 


Lorioel 


80.33 


.4.45 


105.86 


6.91 


Interceptor 


87 


na 


■100 


13.58 


CRL 


83 


+22.03 


136.13 


9.58 


USGokJ 


78.56 


-3.85 


95.33 


5.14 


SSt'US Gold 


85.88 


+15.5 


122.02 


12.46 


Arcana 


83 


.9.86 


113.48 


9.58 


Ocean 


76.76 


-7.6 


90.99 


3.34 


UbiSoft 


85.22 


+9.42 


112.43 


11.8 


Rainbow Arts 


82.38 


+5.83 


107.62 


8.96 


Addictive 


76.67 


+4.92 


106.86 


3.25 








16 BIT 

MEGA DRIVE 

SCART r^QC 
OR PAL lOW 



SUPERGRAF-X 

SCART COQQ 

OR PAL b407 





AD 
RE 




ORIGINAL PC ENGINE £185 



HAND HELDS 



A 

ATARI 



LYNX 

£175 



inc. California Games 



NINTENDO 

GAME 
BOY 

£99 



(051 ) 227 2482 

PHONE/FAX 



CONSOLE CRAZY! c/o PERRYMERE LTD., 

BRITANNIA BUILDINGS, 
46 FENWICK STREET, LIVERPOOL L2 7NB. 
ALL PRICES INCLUDE VAT&P&P. 



PLEASE MAKE CHEQUES PAYABLE TO PERRYMERE LTD. 
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ADDING TO THE EURO-FLAVOUR OF THE MAGAZINE THIS MONTH, MARIALINA FABIANO SESTERO - AN ITALIAN ACE 
READER - EXPLAINS HOW TO OUTPLAY A COMPUTER AT CHESS... 




Fig fi View of chessboard after Black's 
8th move 



"What's the minimum num- 
ber of moves thai you're 
required lo play to score a 
win against Kasparovr 
Such a Question clearly 
doesn't make sense. But 
ask the same question of 
a computer chess pro- 
gram, rather than of Kas- 
parov, and the question in 
principle does make 
sense. 

This is an illustration 
of how different playing 
chess against a computer 
can be from playing chess 
against a human con- 




Fig 2i View of chessboard after Black's 1 1 th move 



I 




Fig 3: View of chessboard after White's 
16th move, resulting in checkmate 



tender - at least as long 
as computer chess pro- 
grams are not endowed 
with the typical Artificial 
Intelligence capability of 
learning from their own 
mistakes. Most notably, in 
fact, present-day computer 
chess programs are totally 
predictable. Namely, given 
a sequence of moves from 
the opponent, they always 
reply with the same 
sequence of counter- 
moves. While human play- 
ers of course are not. 

It also suggests that 
you can grow annoyed of 
regularly having to surren- 
der to the computer's 



implacable shrewdness of 
play. Fortunately there is 
another way for you to 
have fun with your 
favourite chess program. 
Namely, you can refer 
back to one of the - per- 
haps rare - cases tn which 
confrontation with the 
computer has resulted in 
victory, and try to improve 
the efficiency of your play 
in such a game by system- 
atically testing a number 
of move variations against 
the repetitious answering 
moves of the computer. In 
this context, efficiency can 
be taken to mean first of 
all brevity - in terms of the 
number of moves required 
to complete the game. 
Subordinate^, in compar- 
ing games of equal length, 
you may take differential 
losses into account, by rel- 
atively weighing the impor- 
tance of the pieces lost in 
battle by the two con- 
tenders. 

BLITZ S ARGON III 

In that spirit, after some 
time - actually Quite long - 
spent engaging the well 
known Sargon W chess 
program, at the difficulty 
level 8E on the Com- 
modore 64, 1 have eventu- 
ally hit upon a blitz-winning 
sequence of moves. As for 
the chosen difficulty level 
of 8E, it must be appreci- 
ated that it is Sargon's 
highest with predeter- 
mined constraints on 
search depth - that is. the 
highest level at which Sar- 
gon's moves are fully 
reproducible from game to 
game. In any case, rts 
quite a formidable oppo- 
nent for the average ama- 
teur chess player! 

The strategy which 
my best winning game is 
based upon exploits the 
circumstance that Sargon 
HI is apparency always 
eager to castle on the king 
side, if it is given a chance 
to do so. Hence my initial 
moves are tailored to lure 



Sargon III into performing 
a king side castling very 
eariy in the game (the 
castling takes place on the 
sixth move). The same ini- 
tial moves of mine, howev- 
er, are also aimed at con- 
centrating some key 
pieces on the king side of 
the chessboard, in prepa- 
ration for the unleashing of 
a massive attack on the 
enemy stronghold. Here is 
how the initial part of the 
game develops: 

Move No./Player 
(WhrteJ/Sargon (Black) 

1 P. h2-h4 P. b7-b6 

2 P. a2-a4 B c8*7 

3 R.al-a3 N g8 16 

4 R.a3+3 P.g7-g6 

5 P. b2-b3 B> !8-g7 

6 P.d2-d3 00 

7 P. e2-e3 N. f6-d5 

8 P. h4-h5 N. Dfrc6 

Where in the sixth move, 
kingside castling has been 
indicated, as usual, by the 
notation 0-0. 

Then the centre part of the 
game deploys, consisting 
of three crucial moves. 
White wants to lure away 
some of the pieces that 
are defending Black's King. 
Such a goal is attained 
through an exchange of 
Pawns, as well as also- 
very boldly - through the 
sacrifice of a white Rock 
and a white Bishop; 

9 P. h5xg6 P. h7xg6 

10 R. h34i5 P. g6xh5 

11 B.cl-b2 B.g7xb2 

The last moves have thus 
earned Black a fat booty. 
But no sooner has Black 
reioced on that, than the 
white Queen darts in, pos- 
ing a deadly threat to the 
Black King. Actually, the 
incumbent checkmate 
enters the sounding hon- 
zon of Sargon Iff as early 
as of the 1 2th move - at 
an amazing search depth 
ol eight halfmoves into trie 
future. From there on, the 



game no longer has a 
story, with Sargon itself - 
under request - suggest- 
ing the steps that leads to 
its defeat: 

12 Q.dlxh5 R.f8-e8 

13 P.c2-c3 B. b2xc3+ 

14 N. blxc3 P. f7-f5 

15 Q. h5-g6* K. g8-f8 

16 R. hi h8++ 

Where the moves that 
have resulted <n check and 
checkmate have been 
labelled with a * and ++, 
respectively. 

Does this sequence of 
moves possibly represent 
the blitz-test victory that 
can be scored against the 
chess program Sargon ffl, 
at the difficulty level 8E, 
on the Commodore 64? 
Those among you may be 
willing to challenge such a 
statement - but are intimi- 
dated by the difficulty of 
SE-level play - should be 
encouraged to experiment 
with new possible strate- 
gies at some lower level of 
play. Only then should they 
attempt upgrading their 
more successful attack 
schemes all the way up to 
the topmost difficulty level. 
Such an approach is usual- 
ly more effective than 
working out new lines of 
attack directly at the level 
8E. 



ACE NEEDS YOU 
Now it s YOUR chance to 
wnte for ACE. Your artt 
ck?s can be on any sub- 
jecl connected with 
Advanced Computer 
Entertainment - from 
flight simulations to 
favourite sprites, game 
designs to graphics dis- 
plays. You'll be paid well 
if we publish your article. 

Don't delay, send 
today: ACE WRITERS, 
EMAP Images, Priory 
Court, 30-32 Farring- 
don Lane, London 
EC1R 3AU. 



QUESTION OF SPORT 

SPEC OR AMS ONLY C2.99 
+3 OR AMS DISK ONLY £4.99 



TIME + MAGIK 

SPEC/64/AMS ONLY £4.91 
ST/AMIGA/PC ONLY£6.9S 



TMJMJiOSOFT 



S€GA 
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A— K.ae Lost Stars 
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18 95 



1395 
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2295 
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22 95 
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21 96 
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13.95 
21 96 
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IT 
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UM. 

1499 
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1299 
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16 99 
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ORDER FORM 

Please supply me with the following for 
computer 

Titles Prices 



DATE: 
NAME: 



ADDRESS: 



Tel 



ACE JUNE 90 



Post Code 



> w * r r 



Please make cheques 
& PO payable to 
Turbosoft 

ORDERS under £5 please 
add 50p per item. Over £5 
p&p FREE in UK. Elsewhere 
please add £1.50 per item. 
N.B. Please state clearly 
mode of computer & also 
cassette or disk when 
ordering 



HARDWARE GUIDE 105 




Want to splash out on a games 
machine? Check out this mon- 
th's console guide for full 
details ol the machines currently available. 
Next month, we'll be listing 16 bit comput- 
ers. 

Supplier telephone numbers are their 
own unless PR agencres are available. As 
a general rule, however, your local dealer 
should be the first place to start asking 
questions. 

We've also provided some Star Rat- 
ings for each machine, but as with all rat- 
ings they should be taken into account 
along with your own needs and prefer- 
ences. Hie more stars Ihe better. 



ATARI LYNX 



Package: 

Memory: 
Processor: 
Price: 
Contact 



Lynx with California 
Games pack 
64K 
6602 
£149.95 
Atari 0753 333344 



IN BRIEF 

The Lynx was designed by a team includ- 
ing RJ Mtcal one of the men behind the 
Amiga. If that doesn't convince you con- 
sider it runs a fast 6502, has 8Mb of 
game storage on its cards and supports 
multilayer games. The graphics hard- 
ware has built in hardware scrolling and 
mage scaling. Software is a little thin at 
the moment but bound to increase during 
1990. Although not officially available yet 
m the UK, fhe Lynx is widely available from 
distributors. 

GRAPHICS AND SOUND 
Resolution: 160x102 
Palette: 4096 
Colours: 16 
TV: No 
Monitor Output: No 
Monitor Supplied: Yes - 3.5 inch backlit 

colour LCD 
Monitor Option;, : None 
Sprites: Special graphics hardware 
effectively treats ALL screen objects 
as sprites! 
Speed: Fast 



Speaker Quality: 
MIDI: 

Stereo Output: 
Performance: 



Very good 
No 

Yes 

4 channel, 5 octave 



stereo sound has to be heard to be 
believed. 



HARDWARE AND SOFTWARE 
Cartridge Format: 8Mb ROM 

Cartridge Price: N/A 
Joystick: 4 way fOypad. 

Ports: Cartridge port; mufti-player 

port; miniature stereo headphone jack. 

• • • » 

Existing Software Base: Very small. 
Current Releases: California Games is a 
great freebie. 

Prospects: Very good. 

Software Loading: Almost instant. 

BUYLINES 

Best Buy Price: As RRP 

Second Hand Availability: Very few 
Maintenance: One year's guarantee. 



STAR RATINGS 

Graphics: 

Sound: 

Expansion: 

Overall: 



ATARI VCS 



Package: TBA 
Memory: N/A 

Processor 6507 {26001/6502 (7800) 
Recommended Retail Price: VCS2600 
u39.99; VCS7800 ii79.99 
Contact: Atan 0753 33344 

IN BRIEF 

The VCS2600 is a reboxed version of the 
original Atari games console which until a 
couple of years ago remained the best 
selling home video games system of an 
time. The VCS7800 ts a revamped version 
of the VCS260O wilh a faster processor, 
slightly better sound and vastly improved 
graphics. 

GRAPHICS AND SOUND 
Resolution: 192 x 160 12600) 

320x242178001 
Palette: 1 6 126001/256 (7800) 

Colours: 4 (2600)/] 6 17800) 

TV: Yes 
Monitor Output: No 
Monitor Supplied: No 
Monitor Options: No 
Sprites: N/A/64 
Speed: Slow 

Spoaker Quality: Depends on TV 

MIDI: No 
Stereo Output: No 
Performance: Limited to 1 channel on 
2600 and two on 7800. 



HARDWARE AND SOFTWARE 

Joystick: Supplied 
Ports: 2 x 9 pin D for loysticks; 

TV; cartridge port. 

• • ■ A 

Existing Software Base: Small 
Current Releases: Rare 
Games: A few 

Prospects: Unsure in Ihe light of new 
competition from Japan. 
Software Loading: Instant 



BUYLINES 
Best Buy Price: 
Second Hand Availability: 



Maintenance: 

STAR RATINGS 

Graphics: 
Sound: 
Expansion: 
Overall: 



As RRP 
Worth 
looking 

One year's guarantee. 



2600 



None 



7800 



N.j i: 



KONIX 



Package: 

Memory: 
Processor: 

Price: 
Contact: 



Mulb-system plus joystick 
and Bikers. 
256K-512K expansion. 
8086* 12Mhz custom 
RISC chip 
£229 

Michael Baxter 0273 635503 



IN BRIEF 

Since its exclusive unveiling in ACE. the 
Konix has suffered from the changing for- 
tunes of its manufacturer. A pity because 
it had the makings of a champion. For the 
first time, a games console has the opbon 
of changing between a joystick yoke, 
steering wheel and a handle bar - depend- 
ing on the game being played. The mulb- 
system was gomg to be THE machine 
when it appears.. .but whether it will ever 
make it now seems doubtful. If you see 
one, buy it for the rarity value, not for the 
prospects. 

GRAPHICS AND SOUND 

Resolution: 256 x 200 to 

512 x 200 (software programmable! 
Palette: 4096 
Colours: 512 available at 

low resolutions; 16 in hires. 
TV: Yes 
Monitor Output: Yes 
Monitor Supplied: No 
Monitor Options: Analogue RBG + 
sound; composite 



Sprites: No 

Multi-system uses four hardware screen 
planes (like Amiga's dual-playfieldl. The 
blitter is capable of 12 million pixels per 
second. In other words, over 50 frames 
per second. 

Speed: Very fast 



Speaker Quality: 
MIDI: 

Stereo Output: 



Depends on 
TV/monitor. 
No 

3.5mm jack 
to headphones 
Performance: Digital Signal Processor 
could produce up to 40 channels of sam- 
pled sound. If you want a game as well 
this drops to a 8 channels (4 left, 4 right) 
over 9 octaves - better than the Amiga! 

HARDWARE AND SOFTWARE 
Disk Format: 3.5in - 880K 

Disk Price: Applies to developers only. 
Disk Performance: Fast ♦ reliable 
Keyboard: No 
Joystick/Mouse: 3 proportional 

channels built in. 
Ports: Joystick; Sound 3.5mm jack; 
8 pm DIN RGB; expansion port for 
Itght gun and Power Chair. 

Existing Software Base: Minuscule. 
Current Releases: Last Nirya II; 

Bikers; Mutant Camels '90; Hammertlst; 

Star Ray. . . 

Games: All likely to be arcade titles. 
Prospects: Now very poor, but 

we live in hope. 

BUYLINES 

Best Buy Price: As RRP 

Second Hand Availability: Not on 

sale yet - so no S/H market. 
Maintenance: Expect one year's 

guarantee with normal return procedures. 



STAR RATINGS 

Graphics: 

Sound: 

Expansion: 

Overall; 



ENTERTAINMENT 
SOFTWARE 



Standard version - console, plus game 
controllers plus 1 game (Super Mario 
Brothers); Deluxe version - console, game 
controller, light gun, ROB Robot, 2 games. 
Recommended Retail Price: Standard 



1 06 PINK HARDWARE 



model u99; Deluxe model 0149 
Contact: Deighlon PR 01336 2973 

IN BRIEF 

The world's largest selling console, largely 
because o( the payability of some of its 
games rather than its hardware specifica- 
tion, which is 8-brt average. Better sup- 
ported now in the UK than it used lo be. 

GRAPHICS AND SOUND 

Resolution: 256 x 240 

Palette: 52 

Colours: 16 

TV: Yes 

Monitor Output: No 

Monitor Supplied: No 

Monitor Options: None 

Sprites: N/A 

Speed: Average 

* B • 

Speaker Quality: N/A 
Stereo Output: No 

Performance: Average 

HARDWARE AND SOFTWARE 
Joystick/Mouse: 2 dedicated controllers 
supplied. IR wireless controllers with 30ft 
range now available for u39.95. 

Existing Software Base: Around 50 
titles available here. Many more available 
in Japan but these require a converter to 

run. 

Current Releases: Nintendo predict 
about 2-3 titles per month. 
Prospects: In the UK, improving due to 
increased support - but 
this is yesterday's technology. 
Software Loading: Instant 

BUYLINES 

Best Buy Price: As RRP. 

Second Hand Availability: A few. 
Maintenance: One year's guarantee. 
Faulty machines return to dealer. 

STAR RATINGS 

Graphics: 

Sound: 

Expansion: 

Overall: 



NINTENDO 
GAMEBOY 



Package: Main unit * 1 game (Tetris) 
Memory: 64Kbit I8K bytes) 

Processor: Custom 8 bit 

Price: Not yet released in the UK. US 
price is around $89. Expect to pay £79 
when officially launched m September. 
Contact: Deighton PR 01-836 2973 

IN BRIEF 

Nintendo were the first company to pro- 
duce a dedicated handheld console and 
now it seems everyone wants to get in on 
the act. On reflection even the Game Boy 
was a long time coming since the technol- 
ogy employed by the display is starting to 
took dated. 

GRAPHICS AND SOUND 



Resolution: 
Colours: 

Monitor Supplied 

Sprites: 
Speed: 

Speaker Quality: 

Stereo Output: 
Performance: 



N/A 

2 (monochrome) 
Yes - LCD display is 
lit by ambient fight 
nformation not available 
Fast for what it is. 

Depends on head 
phones. 
Yes 

Plays a lot better 
than it looks. 



HARDWARE AND SOFTWARE 
Keyboard: Select and Start + 2 opbon 

buttons. 

Joystick: Single 8 way controller. 

Ports: Headphone socket; 

dual-machine interface. 

■ ■ 4 # 

Existing Software Base: Growing rapidly 
- check with your local dealer. 
Current Releases: Increasing 
Games: Arcade and puzzletype. 

Prospects: Not due for UK release until 
at least September, Game 8oy - on 
technological grounds - ought to be hard 
pressed to beat the Lynx, but it's cheaper 
and the games play very well. 
Software Loading; Instant 

BUYLINES 

Best Buy Price: Only available 

through grey imports as yet. 
Second Hand Availability: None. 
Maintenance: Watch out - grey imported 
machines rarely have airy real warranty. 

STAR RATINGS 

Graphics: 

Sound: 

Expansion: Dual machine interface has 
lots of potential. 
Overall: *••* 



NEC PC ENGINE 



Package: PC Engine * controller 

and 1 game 

Memory: 64K internal * 8K vtdeo; 2 - 
128K internal 32K video 
Processor: 8 bit custom 

Price: N/A (US price around $199) 
Contact: Local dealers 

IN BRIEF 

There are now very firm indications that 
this machine will be released in the UK in 
September. It's CDfiOM addon dnve is 
now the largest selling CD unit on the mar- 
ket and is responsible for much of the 
recent increase in CD developmenL 
There's also a sixteen bit version, vastly 
more powerful, called the Turbographx. 
but this is only rarely available through 
importers and at a price - usually around 
£300. NEC are also workmg on a hand- 
held version of the Engine which will be 
software compatible with its larger broth- 
er. 

GRAPHICS AND SOUND 
Resolution: 256x 216 

Palette: 512 (Tgx. - 1024) 

Colours: 32 -16 background 



and 16 shared by sprites. 
TV: Yes 
Monitor Output N/A 
Monitor Supplied: No 
Monitor Options: N/A 
Sprites: 64(Tgx. • 128) 

Speed: Very fast considering this 

is an 8 bit* 



Speaker Quality; 
MIDI: 

Stereo Output: 
Performance: 



Depends on monitor. 

No 
Yes 

6 channel stereo 



HARDWARE AND SOFTWARE 
Disk Format CD ROM at extra cost. 
Disk Price: Read-only so N/A 

Disk Performance: Superb - the CD 
ROM adds a new dimension. 
Joystick: Supplied with dedicated 

controller. 

• ■ a f 

Existing Software Base: Large 
Current Releases: Increasing. 
Games: Almost exclusively arcade. 
Prospects: Good. 
Software Loading: Cartridge is 

instant; CD OK. 

BUYLINES 

Best Buy Price: Currently grey import. 
Second Hand Availability: V Rare 
Maintenance: Watch out • grey imported 
machines rarely have any real warranty. 

STAR RATINGS 

Graphics: ■"* 
Sound: 

Expansion: ■*•• 
Overall: ' ' ' * 



SEGA MASTER 
SYSTEM 



Package: Console using cartridge or 
smart card plus game controller and 1 
game (Hang On). 
Recommended Retail Price: £79.95; 
099.95 (.light gun); 0129.95 (♦ light gun 
and 3D glasses). 
ContactVirgin Masfertronic 01-727 8070 

IN BRIEF 

Japanese software base is not as good as 
Nintendo's but more titles reach UK. Mas- 
tertronic have given good support to the 
machine so the prospects look good. Like 
the Nintendo, however, this 8-bit machine 
uses established but dated technology. 



GRAPHICS AND SOUND 
Resolution: 
Palette: 
Colours: 
TV: 

Monitor: 

• 4 • 

Speaker Quality: 
Performance: 



256 k 192 
64 
16 
Yes 
No 

Depends on TV. 
3 channels. 



HARDWARE AND SOFTWARE 

Joystick: Game controller supplied. 

• • * * 

Existing Software Base: Very good. 



Current Releases: 

Games: 

Prospects: 

Software Loading: 



Good 
All arcade 
As good as 
any 8-brt console. 
Instant. 



BUYLINES 

Best Buy Price: As RRP 

Second Hand Availability: Some 
Maintenance: One year's guarantee. 
Faulty machines return to dealer 



STAR RATINGS 




Graphics: 




t • * 


Sound: 






Expansion: 




• • • 


Overall: 




* * * 


B 





Package: Megadnve. controller. 

one game. 

Memory: 74K mam ♦ 64K video 

Processor: 68000 * Z808 

Price: Under u200 when it appears. 
ContactVirgin Masfertronic 01-727 8070 

IN BRIEF 

Excellent example of the new 16-bit con 
sole technologies. Although still not offi- 
cially available, grey importers are laugh- 
ing all the way to the bank. All will cease 
when Virgin Mastertronic start importing 
the official UK in September Likely to be 
the first decent l&bit console to receive 
official support in the UK. 

GRAPHICS AND SOUND 

Resolution: 320 x 224 

Palette: 512 

Colours: 64 

TV: Yes 

Monitor "J 

Sprites: 80 

Speed; Very fast 

* • * 

Speaker Quality: N/A 
MIDI: NO 
Stereo Output: Yes 
Performance: 1 2 channel stereo sound 
is produced by a custom FM chip and 
sounds fantastic 

HARDWARE AND SOFTWARE 
Joystick: Dedicated controller supplied. 

Existing Software Base; Poor 
Current Releases: Few m UK at present 
Games: Ail arcade 

Prospects: Very good. 

Software Loading: Instant 

BUYLINESBest Buy Price: Or v 

available through grey imports as yet 
Second Hand Availability: N/A 
Maintenance: Watch out - grey imported 
machines rarely have any real warranty. 



STAR RATINGS 



Graphics: 
Sound: 
Expansion: 
Overall: 



Speciat 0{eserve 



Bi-monthly Buyer's Guides, each with reviews of 40 games and more. 
Release Schedules, issued bi-monthly, with advance release information. 
7-day hotline, to 8pm weekdays. 10 to 5.30 Saturdays. 11 to 5 Sundays. 
Fast despatch of stock items, normally 24 hour. Most lines in stock. 
Catalogue, Membership Card & Folder for the Guides. 
Games sent individually wrapped by first class post 
We send written confirmation of order (and receipt). 
Instant refunds on request, if there is a delay just phone. 
No commitment, no obligation to buy. (unlike others) 
The best games at extraordinary prices. Just look! 
Now with over 20,000 members. Can you afford not to join? 



Best PRICES. Best GAMES, Best SERVICE 

ANNUAL 
MEMBERSHIP 

We only sell to members 



£5.00 



OR JOIN EUROPES BIGGEST ADVENTURE CLU 



OFFICIAL SECRETS 



OR ADVENTURES AND ROLE PLAYING AND MORE 



Including Sim City or Drakkhen 

All the benefits of Special Reserve plus: 

• Confidential. Our 32 page bi-monthly magazine is essential reading 
for those interested in adventures or role playing games. Written by 
experts. Confidential has covered everything Irom How to Host a Murder 
to Which F16 Flight Simulator' Our agents, led by the Master Spy 
known as The Boss Upstairs', seek out the secrets ot RPG's, FRP's. 
MUG's. PBM's. Leisure Suit Larry. The Russians, Elvira and more. 

Note: You can subscribe to Confidential without joining the clubs lor 
£15.00 (UK). Enter "CONFIDENTIAL SUBSCRIPTION" on the torm. 



• Myth. Written by Magnetic Scrolls, authors ot 
The Pawn, exclusively tor members ot Official 
Secrets. Myth is a small adventure set in 
Ancient Greece. In it you'll meet The Ferryman, 
cheat Death and face the nine-headed Hydra 
Myth includes the famous Magnetic Scrolls 
parser and graphics and is included in the 
price of membership. Crash 91%, CU 90%, 
Amiga Format 87%. TGM 85%. 

- Drakkhen or Sim City (RRP 29.99 each). 
Of Drakkhen. Zero said: "Absolutely brilliant". 
Of Sim City. C&VG said: "Utterly tab" 

• Help-Line. Manned weekdays until 8pm and Sundays - we can help 
you solve most adventures and RPG's We also produce hint books. 

Annual Membership includes 6 issues of Confidential. Myth, Drakkhen 
or Sim City. Help-Line and membership of Special Reserve 




O S. Annual 
Membership 

worth 
around £70 
all for Just 

£27.99 



16 Bit Software Check out Xenon 2 . It's a Megablast at £6.99. 
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ICFT0 DATA DISK 1 1 MEG) 1049 

JAO" MCKLALPi GOLF 

JACK MCKl AUS GOlF DATA 1 

JEWELS Ot UAKNLSS 
JINXHRiMSCHOll.Si 
JOURNEY UNIOCOMl 
•EE' IHE THIEF 
KICK Of F 

KICK OFF EXPANSION Disk 

ka> GLOVES 

' NL' WJt'U'd ? OlVl P 

KMi OF CHICAGO 

KINGS CUES I I.24 3ISIERRA] 21*9 

KiNCSO-JESHiSERRA) 21.49 

KLAX ._, 1298 

KNOHtCflCilFVEl* 

•NomcMCE 

KMOHTS OF CRYSTAL LON 
KWSTAL 

KULT 

LANCELOT I LEVEL 9) 

I ASF R SOU AD 
I FAD! 06OARD IBHDlL 

l ea i he h 0OD0I ssr s 

If A1HERNECKS 

LEGEND CF THE SWORO 

lEmiRESurruwwi isjs 

LLSUHE SUI T 1W 2 21 48 

LARRY 3 BRIl I IAN1 ROMP. II » ON T 

IESURE SUM LAW 3 

1IFF AND DEATH 

LIGHT FORCE .. 

IIVERPCOl 

LOMBARD HAC RALLY . 

LORDS OF THE RSING SUN 
LURKING »*3RRO" UNFOCOMi 
MAGNUM* iCOMPliATION 

MANCHESTER UNITED 

MA. IS BEACON TFACH TVPNG 

MENACE _ 

UCKEY MOUSF 

WCROt«»OSE SOCCER 
HOWMTER 

*AI I ENAM 32 

MUSIC X _ 

NEVrRMIND 

NEW ZEALAND SIOHV 

NIC* I MANSE 1 1 S GRAND PRIX 



AMIGA ST 

16*8 2 99 



ST IBM 



.'99 



10 4 i 
1648 
ii. "i 

IS 48 

989 

IS 89 

12 98 

'549 

1748! 
6*9 a< 
3999 241 

86*9 

16.49 

7*9 

1699 

'49 

16*9 

11 99 
1699 

T* 99 



16*4 

.1898 

iS*9 

999 1099 

1299 16*9 

21 f, 27 99 
1740 



LAB 



16*9 

4.-99 



3m 
'49 

15.89 

1689 

1989 1999 

'289 1649 
12 99 1399 



1549 
749 



5« 



1640 
689 

998 

1999 

"48 

12.49 
7 48 
1649 

2989 

.999 



■599 



16*9 
2d IS 



'98 
1649 



i6*9 1699 

949 

889 . 

■■)- lOEff 



12 49 IS 49 

749 

.1848. 



'J 49 


-18 


99 


14 


M 




H 


...7. 


■r. 


849 

'599 


1599. 



AMIGA 

PRO IENMS TOUR 1848 

PROIFlTWOflOPIkXESSOR 6499 
PUU&HERSCFNJC* it MFGl 59 9* 

PURPI I SATURN DAY 749 

1 TYPE _ _ 

RAINBOW St AND 13.99 

rWlCO 1699 

»ffDl.-.HTMNr.,SSli 19^ 

RSK „ 1248 

ROBOCOP 1548 

ROCK W WU 1299 

ROCKET RANGER get. 999 

ONLMAWAML H R BEST VALUE EVER ON THE ST 

SCAPEGHOSTdfVEl »| 1249 1249 1299 

SCRABBLE DE LUXE 1298 1299 16*8 

SEAS1AIKEH 11NFOCOM1 10S8 9 99 

SHADOW OF THE BEAST 1299 

WL - NOV. SHADOW OF THE BEAST IS 34.99 RRP 

SHATlTlWiATF 
SUttMAN M4 
SHINOei 

S- •CGON <f#OCOM> 
SHOOT EMUP CONSTR KIT 

SEKWORM .. 

SMCITY 

swcity ilrram editor 
skychase 

Skvfox. 

SOHCFREH UNIOCOMl 

SPACE ACE 

SPACE -WRIER? 

SPACE «XXC 

SPEEDBALl 649 

SPE LI BREAKER "Nf OCOM| 2*99 
S'AHBLA/E 1649 



1599 
1698 
1288 

IS 49 

1849 

1288 
14 89 
9 89 
749 

S99 

2749 

1099 

17*9 



13*8 l'*9 

1299 



148. 



143 



599 

998 T499 

2748 

1088 

17*8 

'*9 199 
9 99 2998 



1999 
899 
7.99 
949 
1299 
16*9 



22' 




23 




:- 43 

1 i ii. 


1: ii 
is if. 




- 


..M 




.191 




19 





198 



2199 
'548 
15 99 

,11 89 

10 99 

999 
24 99 

18 99 

I8J8 
1799 
- •■ 



1748 1849 
'89 699 

949 9 99 

1299 
1349 

.17.99 

.. .see' 

'8 99 1699 
II 99 2249 
HE ATARI ST 

74*9 2799 

1599 

ISO* 

.1199 1549 

1049 u*9 



SfARCOMMANOlSSO 1999 1999 2149 

SI AH RAY. — - 849 '49 

STAR WARS TRILOGY 1399 13 99 

STAROROSSllNIOCOMl 2*99 ifl« 

stahfikvu 1698.. 1699 

STARGlOEH 848 648 '49 

starqlccr2 988 . 699 899 

starter kit 4349 

STAIKXlFAU UNFOCOMl 

SIEVE DAWS SNOOKER 1249 

STRIDE R 1699 

STBYX ^ ^ _ 1249 

STUNT CAR RACER '5 99 

SUPER CARS 1349 

SUPER HAND. ON 

F-XTR iViNIif POO" ' tl 

SWIICHBLADE 1349 
SWORDOfSODAN '99 
WHERE ELSE CAN YOU BUY SWORD O* SOOAN' 

SWORDS OF I1MUQHT 'B 49 
IEENAGE OUELN SIHIP POKER 8*9 
TETRIS 

THE LOST PATROL 1S99 12 98 

IMF PHESIDENI ISMISSN3 598 

THEME PAIWMYSIEHY 1599 ..15.98 



999 91 
1249 
1348 161 

1248 IS1 
1389 16< 
1348 

849 

12 99 
13*9 



849 9 49 

, ... , 



H 



'099 



'KM' 1M.SCBOUS1 989 9 98 K 

RIGHT SIMULATOR 2 2549 2549..- 

f001HAUUREC10R 2 1299 1298 13*9 

FOOTRAil MANAj"J R 2 

I'L^LXPANStJN :0« 1088 MM 

METAL PIA7* If 15*9 1549 1649 

fv/l SC'CCA 2 (2 6, 168. CiS-i 12*9 1248 '299 

FUTURE WARS 11.49 1649 



NH1« SPIRIT . 

i. ii. e ivAHFiinns 

NORTH AND SOUTH 
ONSIAUQHT 

OPERA! ION IHUMEflSOl I 

i.v.am: 

f-aomania 

pahtworks 
paperboy 

-'assng shot 1 tennis) 

PAWN.MSCROUSl 
PL HSONAi MCf HUM 

PMOTCWPIWlT 

PlftMANU „ 

PIHA'FS 

PLANET BUSTERS 

Pi AVER MANACatR 
POLICE CUES' 1 ISIERHAI 

POLICE OUEST 2 iSKRRAj 
POPULOUS 

POP JLOUS PROHSFD 1 AND 



12* •» 
1249 
999 

598 

1598 
'848 
1049 
1549 
1599 
649 
699 



—12 


M 


899 


999 


6 


-j 


-15. 




...15. 





IS 49 

12*9 
1STO 



fil 
1889 
1398 

1798 18*9 

699 1*88 



18*9 2249 

699 699 
.1249 1549 

1289 

...3.99 

1599 

.12.99. ... 

1049 '049 

.15*9 

1299 

...599... 

598 
.748 ... 

1298 

098 

998 

1898 
WOW! 
1549 1599 

1599 

IS 48 

12*9 

'5.88 1898 
16*9 1999 
16*9 1749 



598 



16 49 
1949 



tew 



201 



THREE STOOGES 
TMUNrjEPOIROS 

TMlUACWaEVfl 91 
T«ESOflOflE 

' WE WORKS DTP 

TOv\tn C* BAflEL 

TRIAD VOL? 

TF8ADVOU 

TUNIIVUNFOCOMI 
TTOVIA, PURSUIT 849 

'URUOCUP ,..848 

TURBO Cl^" (WITH MODEL CAR) 

TV. "IIO OUTRUN 1649 

IV SPORTS BASKETBALL 16*9 
IV SPOR'S EOOIBAll |U SA|. -11.88 . 

LH-TNA 4 

11.1.' 3 17.89 

U8VERSA1 Ml TTAflY SMLAATOR '49 
UNNV1TED 1548 

.."ji:'(>tHF'. 1588. 

VENUS 1349. 

\t 1 TE iCORVFTTE) 1849 

VIRUS 698 

VOYAQER .....848 

WAP IN MIDDlE EARTH 1548 . 

WARHEAD 1598 
WATER OO 1049 
WAYNE GFOI/KVMOCKEY IS88 
WHO FRAME D FOGER EIA8BH . 898 

WA.DSIHEL IS _ 1588 

WFJDrtfcKER 1748 
WORLD BOXNG MANAGER . 1299 

XOUT 1349 

XENOMOHPM 1549 

• \ Mi !,A.Hi a-:- 69S 

70A93IE _ 

ai* 1 {INFOCOMi 1649 
TOHK 2 (INECCOM) 

20PK 1RIIOGY 1 NFOCOM 2999 

70F* 7F RO 1 iNFOOOM) 1989 



■f.4J 

7*9 



S99 
649 
1*99 

7*99 
1649 

1499 

I J 4'f 

998 



649 

1349 



10 99 
1549 



988 



1788 1788 
749 748 

.5.98 

1289 
13*9 



399 1399 
15*9 1649 

15.89 

10*9 1699 

15 99 '598 
1048 



IS 99 

Ma 

12.99 
13*9 
IS 48 
899 
• ? -i) 
999 
' 11 



888 

16 49 



INNEVTTABLV. SOME OF THE ABOVE GAMES MAY NOT YET BE RELEASED. AIL GAMES ARE DESPATCHED AS SOON AS POSSIBLI 
Special Reset* *R0 Olf*;ial Seoets a>e tiadiog names ol imer-Mediaies Lid Rsg OTfice: 2 Sourh Block. Trie Madings. Sewbridgewonh. 
HensCM?l9PG Regisieyed m England Nurote' 2054713. VAT ieo. ry>. 424 S53251 



ATARI LYNX 




(In stock at Wne ot pubiicaiionl 

Atari Lynx colour 
handheld games 
system with mains 
powerpack and California Games cartridge. 

Blue lightning 21.99 Chips Challenge 21.99 
Electro Cop 21.99 Gates of Zendecon 2199 



£154.99 



Sony 3.5" QQ p 

ds/dd disk ^ 



each 



SALES LINES 0279 600204. 

A SURCHARGE Of MP PER GAME FOR 0°DE 



Name S Address 



Post Code 
Computer 



-Tel. 



■5.257-3.57 
"3.0V TAPE 



Special Reserve or Official Secrets 
P.O. Box 847, Harlow, CM21 9PH 



Existing members please 
enter your Membership No. 

Special Reserve £5 UK. £6 EEC, £7 World or 

Official Secrets £27.99 UK. £32 EEC, £36 Worid 



with Drakkhen I I 
and Myth I 1 



m 



vtfin Sim City I 1 

and Myth I 1 



ACE 



PLEASE ENTER MEMBERSHIP FEE 



tern 



Item 



Item 



Software Prcos include UK or EEC Postage. 

World oidens pwaw add E1 00 per item 
For Wank disks add 10% EEC or 25% World 
Overseas orders must be paid by credit card. 



Credit card expiry date 

"CHEQUE*- POSTAL ORDEfVACCESS'-VISA 



1 0 3 PINK 




MILLIENIUM IS CELEBRATING THE LAUNCH OF ITS NEW RELEASE CLOUD KINGDOMS BY GIVING AWAY TEN COPIES OF 
THE GAME. PLUS EACH LUCKY WINNER WILL RECEIVE A FREE LIMITED EDITION FLYING TWISTER TOY... 



"Cloud Kingdoms stars the 
first injecbotifnoulded, 
eight-way rolling, lubber 
bottomed software heroT 

"The hero is a cute 
character typical in 
Japanese games such as 
Bubble Bobble and The 
Mew Zealand Story. The 
game is simple and frus 
trabngly addictive and is 
eight-way scrolling with 32 
different levels and a 
whole host ol pitfalls for 
the unwary player." 

'Cloud Kingdoms is 
programmed by Dene 
Carter, creator of hit pro- 
grams such as Drwd and 
Enlightenment. It's avail- 
able now for the C64, 
Atari ST, Amiga and PC." 

As a bonus, you could 
also win a Fying Twister 
toy: basically a wooden 
stick with a bit of propel- 
tor-shaped plastic 
attached. You thus 'ire 
your spinner into the air 
for unlimited amusement, 
entertainment and all- 
round pleasure. Wow! No, 
serously, you II have literal- 
ly hours Of fun with Flying 
Twister. Honest. But 
remember... do not fire 
the spinner at point blank 
range towards other peo- 
ple or animals - it s very 
anb social and generally 
not a nice thing to do. 

THE COMPETITION 

Getting your hands 0*1 a 
copy of Ctoud Kingdoms 
and a Ftying Twister coutd- 
n t be simpler. 

All you have to do is 
tell us the band who had a 
hit with the song Twist 
and Shout? 

Write the answer on 
the back of a postcard, 



AGONY ACE 



Do you have a problem with your favourite game? Has your joystick packed up? Do you want to know the titles of the five best 
horizontally-scrolling shoot'em-up's tor your micro'.' 

Agony ACE is a new section in the magazine, dedicated to help solve your Advanced Computer Entertainment problems. 
No matter how complex or trivial the query, we'll try our best to answer It This service Is completely confidential - no names 
will be printed - so don't worry, just ask us. Write on a postcard to: AGONY ACE, EMAP Images, Priory Court, 30-32 Farrlngdon 
Lane. London EC1R 3AU. SORRY, AGONY ACE CANNOT ANSWER TELEPHONE ENQUIRES. 

What, In your opinion, Is the best sprite ever produced in a computer, console or coin-op game? 

■ Laurence: "Darius (The Edge), Shadow ot the Beast (Psygnosls) and X-Oul (Rainbow Arts) all have good sprites. System 
Three's Myth sprites were small but well animated. My all-time favourite was the Tyrannosaurus Rex in 3D Monster Maze on the 
ZxBt." 

Jim: 'Who am I working with? You're all mad. But as your asking, the Gelatinous Blob Irom Crystal Quest on my Macin- 
tosh is the best. I like the noise It makes when you shoot it." 

Rlk: "The Last Nlnja sprite Irom System Three because the character was dressed in black. Pacman has to be greatest 
sprite ever created though: simple and cute." 

Steve: "For its time, the animated figure in Epyx's Impossible Mission was great, as was the Ilea in Bugaboo by Guicksil- 

va." 

What ever happened lo Rob Hubbard? His soundtracks on the C64 games Sanxion and Delta by Thalamus were brilliant, but I 
haven't heard anything from him In ages. 

- Rob Hubbard was one ot the most prolific C64 musicians in the mid-80's. His dancetrack on the C64 conversion ol Comman- 
do from Elite was my personal favourite. 

Unfortunatley tor UK gamers, the surt and sun ot California lured Hubbard away. He went to work lor Electronic Arts in 
the States. Since then, he has concentrated on more advanced electronic music-making. For further information, have a look at 
the Electronic Arts article in ACE 31. 

How can I improve my reflexes in computer games? 

• Short of pyscho-therapy (If you've heard ol a course like this please let us know), heightened Extra Sensory Perception (ESP) 
or a cyberpunk surgical operation to directly link up human brain tissue to silicon processors (don't laugh It could happen 
someday), Ihe only way to Improve your reflexes is good old practise. And when you've done that, practise some more. 

Where can I get back-issues ol ACE? 

• II you wani back Issues of the magazine or wish to subscribe to ACE write to: EMAP Frontline, ACE Back Issues Department, 
PO Box 500, Leicester, LE99 OAA. 

Alternatively call: 0856 410510 (subscription telephone orders). 0858 410888 (subscription ansaphone orders) or 0858 
410510 (queries and back copies). 

I recenily plugged one of my Hoover washing machine cards into my Sega Master system. You can imagine my surprise when 
my TV said, "Do me a lavour, plug me into a softener". 

Why did it do this? Does this mean Hoover cards don't work on Ihe Master system? Can I use them on the new 16-bit Sega 
Megadrive console? Is the Master System also Incompatible with NatWesI Cashcards, Visa credit cards and my video rental 
shop membership card? 

• It seems you're suflering from Ihe hallucinatory effects of heinous chemicals. We advise you to immediately seek medical 
assistance. 



along with your lull name, 
address and micro. And 
send 11 to: 



TWIST AND SHOUT C0MP. 
ACE, EMAP Images. Priory 
Court. 30-32 Farrmgdon 
Lane, London EC1R 3AU. 



Entries must reach us by 
7th June, 1990. Employ- 
ees of Millenium and Emap 
Images are not eligible for 



entry. The editors decision 
is Imal and no correspon- 
dance wHI be entered into. 
Good luck! 



(Nintendo) 




Europes Largest Stock ot Video Games & Cart'.dges For — /71EGIX DRIV^IE 

^SmiliSiSSS A PC SUPER GRAFX 

" m 'l*z 



NINTENDO 
GAMEB0Y 

LYNX 

The leading Video game specialists Send lor lists (state make ol game 




SI6A 



A 

MARJ 

2600 
and 
7800 



TEIECJWES, WIGSTON, LEICESTER, LE8 1TE (0533-880445) 




0703 332225 




CREDIT CARD MAIL ORDER - PHONE NOW 



STANDARD OFFERS 

MEGALAND NOW OFFER IHE BEST GAMES PACKS THIS SIDE OF 
THE PLANET ALSO ALL OUR PACKS CONTAIN AMIGAS WITH THE 
FOLLOWING STANDARD FEATURES 
* ALL UK SPECIFICATION* 
AMIGA A500. 5>2K RAM. 1 MB 3 b DRIVE MOUSE THREE 
OPERATING MANUALS, 4096 COLOURS. KICKSTART 1 3. 
TUTORIAL DISK UTILITIES DISK. WORKBENCH 1 3 OISK. 
POWER SUPPLY. TV MODULAR. MULTI TASKING SCREENS. 
BUILT IN VARIABLE SPEECH SYN THESIZER PLUS ALL 
CONNECTING CABLES 
GAME SELECTION WILL CHANGE SUBJECT TO AVAILABILITY 



All prices and manufacturers 
specifications subject lo change 
without notice. All otters subject to 
availability Oilers subiect to change 
m pnce without notice. 

Delivery Charges 
24 hour Courier Service CIO 00 
4 Day Coune' Service £5.00 
Consumables Free Post 
Overseas Orders Phone 



HOTLINE 

RETURNS SERVICE 
AND TECHNICAL 
SUPPORT TELEPHONE 

0703 440569 



BATMAN PACK 



WE GAL AND SUPfR PACK ONE PIUS 
AMIGA A50O 
I5CE STANDARD FEATURES) 

BATMAN IHE MOVIE (GAME) 
MB INTERCEPTOR NEW ZF ALAND 
STORY DFlUKE PA1N1 II EXOLQN 

BATTLE VAllEV CV8ERN0ID » 
SLAVER 7YNAPS KARlING GRAND 
PRIX ROCKY PLAIOON IIIGHIPAIH 
7.17 QUAISMODO SPACE STATION 
IBU BLASTER JOVSUCK MOUSE PAD 
DUSt COVER 10 BLANK DISKS 



-'Mil, 



£399 



mc vai 



534 78 



539.14 



WEliALANO SUPf RPACK TWO PLUS 
AMIGA AbOD 
ISEE STANDARD FEATURES) 
BATMAN THE MOVIE iGAMFj 
fill INTERCEPIOR NEW ZEALAND 
SIOHY DELUXE PAINT M EXOiON 
BATTLE VALLEY CVREHNQINH. 
iti»ER ZVNAPS PHANTASM CHAWP 
FOOTBALL GALACTIC INVASION. 
MZBAU ICEMOCKEV MOUSE PAD 

oust cover io blank disks and 

MEGA BLASTER JOVSUCK 
PRICE f»1l"lrt INC VAT 



£399 



\ 



AMIGA A500 
HARDWARE 



A500 AMIGA PACK 
A500 - B833 Monitor 
A5D0 - 10B4S Monitor 
ASM • vision mo 
A500 i AMIGA PACK and 
PHILIPS 8833 Monitor 
A500 • 1D04S Monitor 
anO AMIGA PACK 



MEGALAND 
BUSINESS 
PACKS 



A500 B833 OR 10H4S 
Steel Monltoi Stand Star 
LCI 0 Mono Printer 
2 eilra ribbons 
KINDWQRDSV7 
PUBLISHERS CHOICE 
PLUS CABLES AMI 
RAM EXPANSION 
500 I 5833 OR 10B4S 
Steel Monitor Stand STAR 
IClOMono Printer 
2 eitra ribbons 

IheWuriv Cable-, 655 96 



773.05 



AMIGA 
EXTERNAL 
DRIVES 



AF 880 3*5 Drive 








VERY SPECIAL PRICE 


K 


22 


75.00 


Rf 302C 3.5 


H 


70 


79 00 


MDC3 5 


01 


09 


76 00 


A10103.5 


73 


92 


OS 00 


CUMANA CAX 354E 


ra 


92 


05 00 



LIGHT FANTASTIC 



AMIGA 
ACCESSORIES 



AMI RAM Expansion 
512KRAM Expansion 
MOUSE MAT 
AMIGA Dun Cover 
AMIGA TV Modulator 
1352 Mouse 
Sleel Monitor Stand 
Double Sleel non Stand 



COMMODORE 
C64 



C64 Lights fantastic 
Pack 

C64 Hnllywood Pac» 
1541 CI I 5 25 
15B1 3 5 



10D DO 
8572 
4.31 
4.31 
17.40 
20 83 
1300 
20 00 



Price 
Inc VAT 

399 00 
575.00 
580. DO 
520 00 

61599 

620 00 



m on 



754 35 



115 00 
9fl 00 
4 95 
4 95 
20 DO 
23.95 
14 95 
23 00 



IHE NEW LIGHT FANTASTIC 
PACK COMMODORE 64 
The pack includes C64 
;omputer. power supply. 
:assette unit, light gun, 3D 

lasses. Robocop. Rambo 

I. Platoon, Hypersports, 
Combat School. Batman the 

aped crusader, Mike Reids 
lop quiz, 3D action pack 

rmy Days, Gangster and 
rime Traveller. Plus arts 
lackage, music creator. 
Wing tutor and Shootem Up 
instruction kit. 
3 RICEC149.99INC VAT 



We also stock a full range of Commodore, Hyundai and 
Olivetti PC's. All telephone enquiries welcome. 



130.00 
112 IB 
11305 
104 35 



149 99 

129 00 

130 00 

1 20. 00 



A50OA2000 
MONITORS 



PHILIPS B033 - Cables 
1084S Cables 
VISION 4200 
190O C64 Moon 



EPSON 
PRINTERS 



EPSON 1X850 9 F'lN BO 
column IBOCPS25NLQ 
rPSONL0550 24FtN 
BO. column 150. CPS 50 
CPS NLQ 

EPSON FXHSO 264CPS 
54NL0 

EPSON FX105O 
EPSON 1X400 
EPSON 10400 



PANASONIC 
PRINTERS 



PANASONIC HP 1124 24 
PIN 120CPS 24CPS NLO 
PANASONIC KXP 1051 9 
PIN 12DCPS 2fl NLO 



MANNESMANN 
PRINTERS 



TAUT MTB1 
TALLY Laser MT905 
(rpage* per mlnule 
300 000 page engine lite 
series 7 emulation HP 
LaserJet 
PRICE INCLUDES 
ON-SITE MAINTENANCE 



SEIKOSHA 



5EIK05HA SP-IBO 

80 column NLO parallel 



DRIVES 



NLWA590 Autobooi 
20Mb Hard Drive for 
AMIGA A500 
VORTEX AMIGA 500 
40Mb Autobooi HO 
TRIANGIE 20Mb 
Hard Oisk 
CUMANA CAS 354 
ATARI Drive 
CUMANA CDBDO S Drrve 
CUMANA CS 354 
CUMANA CSX200 
CUMANA DBBC4 Orlve 
CID 354 EXT/OltH 



ATARI 



ATARI £>plotff Packs 
520 5TfM 



ATARI 1040STFM 1MB 
ATARI Power Pack 
ATARI 1040 STFM - 
MONO Monitor 



Print 




El VAT 


Inc VAT 


207 B3 


239 00 


207. 83 


239 00 


160 B7 


185 00 


108 70 


125 00 


182 61 


21000 


269 56 


310 00 


11U u 


mil on 


421.74 


485 DO 


138 26 


159 DO 


202 61 


233.00 


247 13 


215.00 


120 00 


13H DO 


100.00 


115.00 


940.00 


1081 00 


102.60 


118 00 


326 09 


375 00 


433 92 


499.00 


456 53 


525 00 


73.92 


85 00 


209 57 


740 00 


93 92 


108 DO 


BO 00 


92 DO 


14B.70 


171 00 


84.35 


97 00 




267.00 




448 00 




350 00 



518 00 



STAR PRINTERS 



LC10 MONO 9 PIN 144CP5 NIO 
36CPS BNLQIonls 4K butter 

IC10 COLOUR 7 colours same 
spec .('. 1X10 MONO *ili accept 
black ribbons 

IC24I0 24 PIN 170CPS NLO 
57CPS 7K Duller 8 lonls 

NX-lS 9 PIN wide carriage 
120CPS NLQ30CPS 4K Duller 
LC10MON0 for C64 4 128 only 
I C to Colour lor C64 and 12B only 

NB24-10 24 PIN 80 column 

216CPS72CPS IQ 

NB24-15 24 PIN wide 136 column 

216CPS 72CPS LO 

NB 1524 PIN 136 column 

300CPS 100CPS LQ 

NX 159 PIN 136 column 

120CPS30NLQ 

ND 10 9 PIN BO column 

1B0CPS- 45CPS NLO 

ND 15 9 PIN 136 column 

I80CPS- 45CPS NLQ 

NH 10 9 PIN 10 column 

240CPS 60CPS NLQ 

NR 15 9 PIN *i NR10 Qui 

136 column 



STAR PRINTERS 
THE PROFESSIONAL 
SERIES 



TWELVE MONTHS ON-SITE 
WARRANTY ON THE ENTIRE 
PROFESSIONAL SERIES 
(UK MAINLAND ONLY f REE) 

FR- 10 9 PIN 30OCPS 76CPS NLQ 
Mew Mir :» 05 llns per sec.) 
standard Duller 31K mai 
DuM59k opt 16 MIQ>'LQ 
resident lonls 

FR-159PIN litis Is Ihe15 
version ol the Ffl-10. ideally 
soiled lor the widest ol printing 
ol both A4 and A3 paper in Hs 
landscape orientation 

XB24-10 24 PIN 24BCPS BOQEl 
stew rale-paper teed |ins per 
sec.) 3 6 standard butler 27K 
mai bul 187K super tetter quality 
lonls 4 NLQ 10 lonls 25 three ol 
which are ORC lonls including 
code 39 bar code 

XB24-15 24 PIHthe XB24-t5ls 
the wider version ollhe XB2410 
ottering all the above lacllities. 
but on a printer with a 
15 carriage The XB24 10 and 
15 both print at 240 CPS in Oral! 
mode plus they both can coast 
thiouuh letter quality printing 
at 76CPS 

All printers la this range have the 
option ol a low cosl 7 colour 
upgrade module which can be 
lilted by virtually anyone. 



Price 
Inc VAT 

14B 95 



194 95 

294 00 

322.00 

172 00 
215 00 

493 95 

597.00 

719.00 

322 00 

33B0O 

391 99 

396 00 

453.00 



330 31 



448 31 



44D 31 



590 51 



ALL PRCES INCLUDE VAT UNLESS STATED 



MEGALAND SOUTHAMPTON 
42 - 44 Millbrook Road East 
Southampton. Hants.. S01 OHY 
TELEPHONE 0703 332225 



MEGALAND OXFORD 
Isilp Road, Ott Hemes Road 
Oxford. TEL 0865 512599 
OR 0865 512633 



OPEN MONDAY TO SATURDAY 9.00am to 5.30pm 
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To: 42-44 Millbrook Road East, Southampton 

I wish to order 

I enclose cheque/PO for t 



inc ' 



Or charge my Access/Visa No. 



Exp. date 



I 



Name 

Address 

Postcode 



Signature 



Tel No: 



PRICES CORRECT ON DATE GOiNG TO PRESS 
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THIS MONTH ACE GIVES YOU THE LOWDOWN ON THE LATEST AND GREATEST RELEASES TO HIT THE SHOPS. THESE ARE ALL THE ACE RATED GAMES 
THAT WE HAVE REVIEWED OVER THE LAST SIX MONTHS. WE WERE VERY IMPRESSED BY ALL OF THEM, AND WE KNOW YOU WILL BE TOO. SO IF YOUR 
SOFTWARE COLLECTION IS LOOKING A LITTLE DOWN IN THE MOUTH, THESE ARE THE GAMES YOU SHOULD BE LOOKING AT TO MAKE YOUR MICRO 
MEANINGFUL. YOUR NIBBLES BYTE SIZE, YOUR JOYSTICK JOYFUL, YOUR MOUSE MIGHTY. AND YOUR DISK DRIVE DELERIOUS. ALL OF THE GAMES 
COVERED HERE SHOULD BE AVAILABLE FROM YOUR LOCAL RETAILER. SO SCAN OUR LISTING. GET YOUR DOSH OUT, AND START HAVING A GOOD TIME 
AGAIN. RLE UNDER ESSENTIAL ! 



BATMAN 

US Gold* Atari ST 
£19.99* • Amiga 
£24.99* • Spectrum 
£9.99cs£14.99dk*C64 
£9.99cs£14.99dk 
The game ot the movie. 
Michael Keaton put up a 
pretty good show as the 
caped crusader in the film, 
and his digital counterpart 
isn't too bad either. There 
are no less than five sec- 
tions to the game. The 
first, Axis Chemical Plant, 
and last, Gotham City 
Cathedral, are superb 2D 
platform games in which 
our hero has to swing 
around on his batrope 
bumping off the villains 
before they get him. There 
is also a brain game m the 
Batcave and two excellent 
3D games set in the Bat- 
mobile and Batwing 
respectively. A must for all 
DC comic fans. 
* ACE RATING 922 

BOMBER 

Acbvision • Atari ST 
£24.99dk» Amiga 
£24.99* • Spectrum 
£14.99cs £19.99* • 
Amstrad£14.99cs 
£19.99dk«C64 
£14.99cs£19.99dk»PC 
£34.99dk 

A flight sim employing fast 
solid vector graphics with 
more bells and whistles 
than most similar pro- 
grams. There are a total of 
fourteen fighter bombers 
from around the world fea- 
tured in the program. If 
you get bored of the stan- 
dard forward cockpit view 
then it is possible to select 
one of a variety of out of 
cockpit views. The PC ver- 
sion is an experience not 
to be missed (providing 



you have a 286 or 386 
machine with VGA or bet- 
ter), but for all the other 
versions - try before you 
buy! 

* ACE RATING 925 

CHAOS 

STRIKES 

BACK 

FTL/Mirrorsoft • Atari ST 
£24.99 • Amiga TBA 
The long awaited sequel to 
Dungeon Master. If you 
have already played 
through the first program 
you can use your existing 
characters, otherwise 
there is another hall of mir- 
rors you can select from. 
Chaos has a similar feel to 
Dungeon Master, but is 
much tougher. There are 
also some new features 
thrown in like a character 
editor, and help oracle 
(very handy). If you haven't 
played Dungeon Master, 
then play that first before 
making a definite date with 
this game. 

* ACE RATING 945 

CONQUEROR 

Rainbow Arts • Atari ST 
£19.99dk» Amiga 
£24.99* • PC £24.99dk 
An arcade style tank sim 
which makes use of a 3D 
graphics system based 
around the one David 
Braben developed for 
Zarch. There are three 
types of game available; 
arcade, attrition, and strat- 
egy. All three are best 
played with two joysticks 
Battiezone style, but there 
are control options to suit 
every set-up. A definite buy 
for tank buffs. 

* ACE RATING 925 

DAMOCLES 

Novagen • Atari ST 



£24.95dk • Amiga 
£24.95dk • PC TBA 
This unusual combination 
between flight sim and 
adventure game, the 
sequel to the well received 
Mercenary, has been in 
development for a couple 
ot years now, but the 
resulting game has been 
well worth the wait. The 
wireframe graphics of the 
original game have been 
replaced by solid 3D vec- 
tor graphics, but they are 
)ust as fast. There are now 
nine planets to explore 
instead of one city, so 
there is plenty of long term 
challenge here. 

* ACE RATING 935 

FUTURE WARS 

Palace • Atari ST 
£24.99dk • Amiga 
£24.99* • PC TBA 
A totally mouse-driven 
graphic adventure from 
French developers Del- 
phme. You are cast as a 
mild-mannered office win- 
dow cleaner who gets 
caught up in an alien plot 
to conquer Earth in the 
43rd century. The graph- 
ics and background music 
are very striking and the 
game is made very acces- 
sible by the lack of text 
entry. There is enough of a 
challenge here to keep 
most adventurers happy 
for some time. A delightful 
game. 

* ACE RATING 910 

GHOULS 'N' 
GHOSTS 

US Gold • Atari ST 
£19.99dk» Amiga 
£24.99dk • Spectrum 
£9.99cs £14.99* • 
Amstrad £9.99cs 
£14.99dk«C64£9.99cs 



£14.99dk 

The cute sequel to Cap- 
corn's hit coin-op Ghosts 
'n' Goblins. Brave many dif- 
ficult horizontally scrolling 
levels in one of the tough- 
est arcade games to 
emerge for some time. 
You must guide the little 
knight through many 
waves of cute sprites to 
rescue the princess. Grip- 
ping stuff, but not for the 
faint hearted. 

* ACE RATING 905 

GRAVITY 

Imageworks • Atari ST 
£24.95* • Amiga 
£24.95dk • PC TBA 
Deep space strategy 
unlike anything you've ever 
seen before. The universe 
is being invaded by the 
alien outies who are 
attempting to turn all the 
suns in the universe into 
black holes. Meanwhile 
you must create as many 
inhabitable systems as 
possible. The game makes 
use of the principle of Eirv 
stetfvMinkowski fourspace 
- this makes for some very 
unusual graphics. When 
you add programmable 
drones and travel via black 
holes you have yourself a 
highly original and com- 
pelling game. 

* ACE RATING 930 

HARD DRIVIN' 

Domark • Atari ST 
£19.99* •Amiga 
£19.99* •Spectrum 
£9.99cs £14.99* • 
Amstrad £9.99cs 
£14.99dk«C64£9.99cs 
£12.99dk • PC £24.99dk 
Archimedes £30.00dk 
A very competent conver- 
sion of the Tengen coinop. 
Drive your Ferrari round 
either a speed track or a 



stunt track complete with 
a loop and open bridge to 
leap. The coin-op scored 
on it's super fast solid vec- 
tor graphics, and these 
have been faithfully repro- 
duced in the computer ver- 
sions. A must buy. 

* ACE RATING 937 

HARPOON 

MirrorsohVPSS • PC 
£29.99dk 

Quite simply the best naval 
simulation to be released 
for the General Public.The 
battleset that comes with 
the game deals with East- 
West conflict in the North 
Sea, but other battfesets 
wiill be available soon. A 
clever system of three 
map types is used to 
effectively manage each 
mission. The race thing 
about Harpoon is that the 
computer takes care of all 
the boring mechanics 
allowing you to concen- 
trate on broad tactics. A 
must buy for anyone inter- 
ested in modem naval war- 
fare. 

* ACE RATING 940 

INDIANAPOLIS 

500 

Electronic Arts • PC 
£24.95 

The ultimate racing game. 
Indy 500 uses state of the 
art solid vector graphics, 
which really add something 
to the high speed action. 
As in ActMSion's Bomber 
there are a variety of out- 
of-cockprt views to select 
from. The realistic handling 
of the cars will have you 
coming back to this game 
time and time again. 

* ACE RATING 935 

INTERPHASE 

Imageworks • Atari ST 



£24.99dk • Amiga 
£24.99dk PC £24.99dk 
A 3D extravaganza sup- 
posedly inspired by William 
Gibson's novel Neuro- 
mancer. it is set in a hi- 
tech future. Your task is to 
guide a female saboteur to 
the heart of the Dream 
track Corporation by inter- 
acbng with a strange 3D 
environment The game a 
very weird and very com- 
pelling. It is also very hard 
- don't expect to get 
through this one in a hurry. 

* ACE RATING 915 

KNIGHTS OF 
LEGEND 

Origin/Windscape • PC 
TBA 

Role Playing at it's best. An 
expandable game set in 
the medieval land of Ashta- 
larea. There are twenty- 
four quests to complete, 
or you can simply enjoy 
exploring. The program 
stands out because of its 
attenbon to detail. There 
are no less than forty dif- 
ferent algorithms to decide 
how and when an enemy 
retreats for instance. 
Impressive stuff. 

* ACE RATING 945 

KNIGHTS OF 
THE CRYSTAL- 
LION 

US Gold • Amiga 
£29.99* including musi- 
cassette of soundtrack 
The most original game 
that US Gold has released 
in a long time. It has been 
marketed as a 'culture sim- 
ulator', but mat doesnt 
really say much about the 
game. You play a member 
of a futuristic community 
and your task is to rise to 
the highest possible status 
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within that culture. This 
involves playing through 
several distinct sub- 
games. The whole is a 
highly unusual experience 
with distinct graphics and 
a superb soundtrack. This 
certainty won't be to every- 
bodies taste, but it you are 
looking for something a lit- 
tle different - try this. 

* ACE RATING 935 

M1 TANK PLA- 
TOON 

Micioprose • PC £39.95 
The ultimate tank sim Not 
only are there realisbc 3D 
vector graphic sequences 
with a hell of a lot of atmo- 
sphere, but you also have 
to think carefully about 
choice of platoons, men, 
and the way you tackle 
each scenario. Microprose 
had to call on the Freedom 
o( Information act to get 
the info it needed for the 
game. The result is one of 
the most fnghtenmgly 
accurate tank sims we've 
seen. 

* ACE RATING 926 

MIDWINTER 

Microprose* Atari ST 
£29.99dk 

The latest mega hit from 
top programmer Mike Sin- 
gleton, creator of Lords 
of Midnrght The game is 
set on a frozen island in 
the future. Your task is to 
recruit members of the 
Peace Force to fight off 
General Masters invasion 
force. This is done by 
managing people and 
resources via a series of 
Fractal maps and menus. 
The game has disappoint- 
ing sound, but nice 3D 
graphics, and enough 
soM gameplay to keep 
you gang for months. 

* ACE RATING 948 

MYTH 

System 3 • C64 £9.99cs 
£14.99dk • Spectrum 
£9.99cs£14.99dk 
The game that pushes the 
C64 and Spectrum further 
than they have ever been 
before. Fight your way 
through several time 
zones to reach the ulti- 
mate confrontation with 
the god Oameron. The 
game is captivating not 
only because of it's size 
and depth but also 



because of the superbly 
animated sprites and 
sheer playabikty. 

• ACE RATING 925 

OPERATION 
THUNDER- 
BOLT 

Ocean • Atari ST 
£19.99dk •Amiga 
£24.99 • Spectrum 
£9.99cs • Amstrad 
£9.99cs • C64 £9.99cs 
Eminently successful con- 
version of the hot com-op 
hit Operation Wolf. Grab 
you Uzi and shoot your 
way through hordes of ter- 
rorists to rescue the luck- 
less hostages. There are 
new 3D scenarios this 
time to add to the frantic 
lead spitting of the origi- 
nal. Best played with a 
light gun, but a mouse will 
suffice if you don't have 
one. Joysbck or keyboard 
controls dont really cope 
however. 

• ACE RATING 927 

PIPEMANIA 

Entertainment International 

• Atari ST £19.95dk» 
Amiga £19.95dk • Spec- 
trum £9.99cs£14.95dk 

• C64£9.95cs£14.95dk 

• Amstrad £9.95cs 
£14.95dklPC £19.95dk 

• Macintosh £24.95dk • 
Archimedes £24.95dk • 
MSX £9.95cs£14.95dk» 
BBC/Electron £9.95cs 
£14.95dk 

The game that proves 
plumbing can be fun. You 
must construct a continu- 
ous length of pipe from 
several sections before 
the flooz escapes. The 
acbon is just as com- 
pelling as games like 
Tefrrs and will have you 
burning the midnight oil in 
an attempt to beat the 
odds. It is available for 
practically every machine, 
so there is no excuse for 
not owning a copy. 

• ACE RATING 910 

PLAYER MAN- 
AGER 

Anco« Atari ST£19.95dk 

• Amiga £19.95dk« 
Spectrum £9.95cs 
£14.95 •C64£9.95cs 
£14.95 •Amstrad 
£9.95cs£14.95dk 
Kick Of with a manage- 
ment/strategy element. 
The game is completely 
icon dnven, making it easy 



to get into. The manage- 
ment detail is superb, nght 
down to planning irvmatch 
tacbcs. And for the match 
you can either watch from 
the sidelines or join in with 
the Kick Off style fun your- 
self. 

* ACE RATING 920 

PRO TENNIS 
TOUR 

LftH Soft/Blue Byte • Atari 
ST £24.99dk • Amiga 
£24.99dk • Spectrum 
£9.99cs£14.99dk«C64 
£12.99cs £16.99dk • 
Amstrad £9.99cs 
£16.99dk«PC£29.99dk 
The best tennis game yet. 
The control method works 
really well, although the 
standard of the computer 
players is good, so you'll 
have to put in a lot of prac- 
tice. There is a choice of 
grass, concrete, clay, and 
indoor courts, as wen as 
comprehensive practice 
options. A good way of 
spending a few hours while 
you are waiting for Wimble- 
don. 

* ACE RATING 900 

QUARTZ 

Firebird • Amiga 
£24.99dk • Atari ST 
£24.99dk 

A game inspired by pracb- 
cally every game ever writ- 
ten. Beginning with an 
Asteroids style sequence 
set in the lattice work of a 
crystal you go onto fight 
through a honzontally 
scrolling shoot 'em up 
level, a 3D meteor storm 
and a Xenon If type vertical 
shoot 'em up. Great 
uncla salifiable stuff. 

* ACE RATING 905 

STAR TREK V 

Mindscape • Atari ST 
£24.99dk« Amiga 
£24.99dk • Macintosh 
£34.99dk«PC£34.99dk 
The game of the movie in 
which you must recover 
the beleaguered Enter- 
prise. The game is made 
by its superb (EGA) graph- 
ics. There are several 
excellent ammabons 
throughout the game, 
which is an unusual mix- 
ture of strategy and adven- 
ture elements. A game to 
keep you absorbed for 
some time. 

* ACE RATING 930 



THEIR FINEST 
HOUR: THE 
BATTLE OF 
BRITAIN 

Lucasfilm • Atari ST 
£24.99dk • Amiga 
£24.99dk • PC £24.99dk 
World War II air combat 
relived in this superlative 
flight sim. You have the 
opportunity to fly a variety 
of WWII craft from the Spit- 
fire to the Hurricane. A 
neat option is the camera 
which records your flight 
and can be replayed to 
assess your performance 
* ACE RATING 933 

TOWER OF 
BABEL 

Microprose • Atari ST 
£24.99 • Amiga £24.99 
An imaginative 30 puzzler 
from Pete Cooke - the 
man who brought you Tao 
Ceb. You control three 
robots, a zapper. grabber, 
and pusher. They must be 
used to complete a specif- 
ic task on a number of 
futuristic levels of a tower. 
This involves working your 
way past various nasty 
obstructions deliberately 
designed to impede your 



progress. This game will 
have you burning the mid- 
night oil as you attempt for 
the nth bme to get past a 
particularly tricky level. 

* ACE RATING 930 

VENDETTA 

System 3 • C64 £9.99cs 
£12.99dk 

A great arcade adventure 
that really pushes the C64 
to it's limits. You must fight 
your way past the terror- 
ists to defuse a bomb, and 
rescue the professor and 
his daughter. But while you 
are on the terrorists' tails 
the police are on yours. 
Most of the action takes 
place against an isometric 
3D background, but there 
is also an exceSent driving 
section to rival many full- 
scale driving games. 

* ACE RATING 912 

VETTE 

Mirror soft/Spectrum 
Holobyte • Atari ST TBA 

* Amiga TBA • PC 
£29.99 

High speed racing round 
the streets of San 
Francisco in one of four 
Corvettes on offer. The 



superb 3D colour graphics 
in the game give a great 
sense of the wind in your 
hair as you roar down pre- 
cariously steep streets 
desperately trying to avoid 
pedestrians and other vehi- 
cles. Realistic and lots of 
fun, this game, from the 
people who brought you 
Fateon. will have you 
hooked. 

• ACE RATING 926 

X-OUT 

Rainbow Arts • Atari ST 
£19.99dk« Amiga 
£19.99dk« Amstrad 
£9.99cs £l4.99dk • 
Spectrum £9.99cs 
£14.99dk • C64 £9.99cs 
£14.99dk 

Possibly the best horizon- 
tally scrolling shoot 'em up 
ever written. There's every- 
thing in this game any trig- 
ger happy chap could 
want: well animated 
sprites, pretty back- 
grounds, lots of speed, a 
bagfull of weaponry for the 
taking, loadsabonuses, 
and plenty of challenge - 
what more could you want? 

* ACE RATING 939 



COMPO 
RESULTS 



Once again it's bme to make some people's day and ruin a lot of others with our 
mega compo results column, Let* s hope you fall into the former category. 

First off. theres the competition we ran in our Amencan Special (Issue 311 for 
those of you who actually read the magazine in detail. We know that if you enetered 
you must read the magazine thoroughly, because otherwise you would not have read 
the caption that announced we would be sending an autographed page of code from 
the Utility program on Chaos Strikes Back written by Joe Linhoff of FTL to the first 
person who wrote and asked for it Quickest off the mark was Jonathan Moore of 
Guiseley. Leeds who win shortly be receiving this piece of computer memorabilia to 
sbck on his wall. 

Jonathan seems to be a good first name to own this month, because it is anoth- 
er Jonathan who has won the Golden Joystick draw for £100 of free software and an 
ACE T -Shirt. There, wasn't it worth voting Jonathan Bisset from Glasgow? 

Winner of the April '90 Prize Crossword is Sieve Lee. of Ramsey. Huntingdon 
who wiH shortly be receiving a cheque tor £10. 

Also due to receive a tenner for correctly solving the ACE Prize Puzzle for April 
is SJewson of Narboth, Dyfed 

The solutions to both the April Prize Crossword, and The April Prize Puzzle can 
be found on page 1 13 along with the competitions for this month. Look out for the 
result of our fantastic FM Towns giveaway in the next interest packed issue of your 
favourite computer magazine... 

That's all folks! 



MONTHLY PAYMENT TERMS ARE NOW AVAILABLE THROUGH LOMBARD TRICITY FINANCE ON ALL PURCHASES OVER £150. PLEASE RING FOR DETAILS 
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Ciocun i7i • 

•Urn SpWOkna.. 

■em Cn (Qt i no Aoto <<+ 
Koni Naogaloi Auto Fire 

Cnnw-BaoX 

C-i-t*. Chw 

CnHser M^nweurcd 

C'/M Red 

Crystal G'oon 

Cryml CMjw 

CryvaiRMAuloFire 



r \ * as 

ce as 

EB9S 

C9 BS 
CIO 95 
CI1JS 

110 95 

CI0M 

I8SS 

£10.96 
£i0»S 
SatM 
Ci2'S 

t'2.« 



16 BIT SOFTWARE 





ST 


AMIGA 


Oao Noa» Go* 


16 9S 






HekO) 


IMS....... 


1395 


Pa,?rM*W 

FuwaWbn 


13-95 


13 




16.95 




^ 


Tow o> Bat*- 


— 1695 






WortD Banna Managar 

Supercan 


1399 






1«95 






Mom and Sown 


1«« 


16 




OaUinen 


M9S 


30 




Put M»ui Pitinane 


Mat. 


16 


95 


RVF Honda 


1695 


I| 


QS 


Sluni Car Haoai 


_ 1999 


11 


96 


Poemana 

KaCWve* 


1395- 

16 95 


II 

II 


K 


mesiaiion - _ 


1995 


II 


95 


f&nbOH i- ivrt' 


„ 1*95 


■ 7 


9S 


F» Raiaiaror 

Fea Broade 


»»5 


17 


96 


Space Ac* 


3*95 


...3*95 

U OA 



16 BIT SPECIALS 



Mwur- r 2 

Fisn 

Cor'uplion 

AnaiDurner 
Cmlodtan 
NBO-anono 

flmnng Man 
OFl FofpBal 
GIL Balneal 



695 

695 



S96 

595 



695 

695 
995 

.5.95 
S95 




MAIL-CENTA 

17 Campbell St, Belper, Derby. DE5 1 AP. Tel : 0773 826830 | 

All ptices include VAT and Oelivefy in the UK. However tor orders under £10.00 please add 50p handlmg charge. Personal caters welcome al our retail soop bul 

please bring th*s advert as prices may vary. Closed Wednesdays. All Items despatched same day whenever possible Cheques may require a seven day 

clearance period. Propneto* Martin Bridges. 



R 




RAPID SERVICE SOFTWARE 

SUPPLIERS OF QUALITY SOFTWARE 



R 



TITLE 

Ato l*-MKIte- 

Arr-vd Bo»«i 
An) Hanos 
I * came Iro" a 
Baibaran (Paacai 
Baiba-ian iPsygnonsl 
Bare* law 

Baimar* tr>a Move 

Batt* ol niaMatll 
Bantawsi 
Black '•&>' 

BkMdii|i:r 
BOCO Mom-y 
Bomteii 

Bruce laa Liivt 

BUdoMn 

Ctaal 

Captain BOOd 

Cnaoa S-k*s Bac- 
Cn«ago Ws 
CycMs 

C-nireotd Squares 

Conawercr 

Oaiy DouM Horse FUcxg 
CokHsusCnessX 
LWon* Tomb 
Dafej V\i 11 

CMutv Snp Paker 

Double Dragon 11 

Dra>k>in 
Cvcec r/.i-.i"- 

FiSStrMEagiail 

F 16 Co-roat P. kit 

Fl9SwallkFighle( 

f>1 Reiaialor 

Fun Sckol 2 iCoutalO-«> 

Gailat St*er Soccer 

Gnostbusiers I < 
G»0"bt»aga Kra 
Gnouit and Gnous 
Mae Ov 
Ha'kr) DaviOao" 
Hoe m one Mi Go" 



.-.MH-.A 



IBM PL 



a>A> 



/50 
750 
rso 
1699 



1750 
«50 



1999 

7S0 

1*99 

1399 
1899 
1399 
1750 
IS 99 



1750 

TBA* 

II 99 
1399 
17 50 
1899 

1899 

1499 



'899 

17 50 
28 2S 
2099 
i«99 
1999 



1899 
1399 



SO 91 
1399 

2099 
"2099 
2*50 
1750 
27 99 
TBA 1 

13 99 
22 50 



22 50 
2250 



SI 


TIT IE 


AMIGA 


IBM PC 


ST 




Hoi Rod 


1899 




1899 


i*9B 


hoy 500 




1899 






Uleuaoon 


1750 




1750 




> Came irom tne Oasen ( 1 meg! 


2350 






750 


Kick On 


1399 




13 99 


750 




1899 




1899 


7S0 


lenureSvlLanylli 




33 75 




'*» 


IHX Attack Ci>opc-.i 




2999 






Manac Manbon 


1699 


•i- as 


1999 




'8 99 


Man UK) 


1790 




1399 


i*99 


M"i.*iimJ 


y. - - 




34 99 


'8 99 


Mcroprose Scow 


1750 


1750 


1750 


1750 


Mownrar 


"2099 


•2099 


2099 


22 'A 


Norai and Sou9> 


1790 


17S0 


1750 


2099 


Operant "'unOarbOH 


1899 




14 99 




Popuixa 


1899 


1899 


1899 




PoouOia Pionmed Lara 


7.50 


750 


750 


'499 


Prcoil Uagc 


1899 




1*99 


710 


PoeUv-a 


IB 




1*99 


:-. " 


PUycrMarjep- 


'399 




1399 


U99 




1899 




1*99 




R» Danoa'Ous 


17.50 


1750 


1750 


'399 


:v 


1899 


14 99 


1*99 




Snooi am up Consliucion «il 


20 99 




2099 


1399 


SanCrr 


22 50 


2250 




'7M 


Stryi 


17 50 




1399 


169S 


Stun Car Racer 


1750 


1750 


17 50 




SMords o* Samur* 




22 50 




13 99 


Tarran Eovior iSim Cny data disc) 


1099 






t*9S 


t>iioycN«bk-i 


1899 




1499 


2099 


Vena 




2250 




1899 


IVonO Boing Mnn^g.i 


'399 




1399 




•ammoro'i 


1750 


1750 


1750 


I7.5C 


■eron 11 


•899 


lB.99 


■ 1 BS 




WarKSaad 


•899 




1899 


■ ; H 


Zak WcHracfi 


1899 


■ | H 


18 99 



13 ^ 
1750 
1899 

14 99 

14 99 



For your FREE Catalogue and £1.00 Software Voucher (.) 
: Call 0625 615639. 



This is a small selection ol Ihe software we supply. 
Please phone us lor a title you want that Is not listed. 

» NOW WITH OUT OF HOURS 
ORDERING ON OUR ANSWERPHONE 



L00K! LOOK! LOOK! 

FREE PUBLIC DOMAIN OR DEMO DISC ON ALL 
ST AMIGA SOFTWARE ORDERS OVER £10. 
ALL ST, AMIGA SOFTWARE CHECKED FOR 
LOADING. 

PLEASE MAKE CHEQUES PO PAYABLE TO: 
RAPID SERVICE SOFTWARE 
P.O.BOX 57 
MACCLESF1EL0 
CHESHIRE 
SK11 6JE 
Tel : 0625 615639 



PERIPHERALS 

Dae O'ne «eaOCeaAart r 
Dac D»ve Head Clearer* 3 5' 
Doc 0>n* npad Cwen 5 25' 
10iX CF2 0s« 
C6*Po-erSupplt 

SpwrunUBK PO*» SaBBV 
C1fr.4C64.VC20 Tape PUyer 

load II Tip- Player twin 8 ire* t 

SPE MSX BBC ElE Tape I 
Amtrad t** B12B Tape lead 

Spectrum *8 128 loaorcjt 

. Tape lead 

PC AMIGA.ST Cemron*s Pnnw lead 2m 

Amgao Aogi ST to ST Am W H ST lead 
Amiga Scan Lead 
SI Scon lead 

Amiga A500 RAM t.panBon 0 5 meg 
Amiga! 
ST I 

Amiga Mo-iw 
S' i Men «emai r>™ 
ST Second D*ve 
Amiga Secoro Or«o 

ST Ar>>ga Pa> ol )Ot*lC* EilendaiS 



JOYSTICKS 

CMdeMll 
OrMbt 

Cneetahl2S< 

iSunaOB to) Spectnjri .2 and -31 

Cneeian mac" 1 

2«iao. Super Prolesso-o, *l- A « 

Companion Pro 5000 
r*SwkB8C 

Soactrum Single Port ree-lace 

Saectrwm Te» Pc*1 luartaca 

PC Joy SIC 
PCGar-eCa'O 

AmirraO*64«6**12BJO,slC. 
Ccnvoter W 2 «yslc*» 

Am wad Auxriie Un> 

4D Capacff ■ 3 5* C>sc Bo> 



499 

*99 

*.t 
2399 

1899 

999 
24 99 

37 99 
1500 
* 99 
399 
:i :o 
699 

999 



ta : 
831 

24 99 

z* n 

3*1 

7499 



499 

399 



999 

'299 
1*99 
i599 

9 99 

1*99 
1999 
1999 



3.5" BULK PACKED DISCS 

10 • Do" • 17 00 
10 - £6 00 
25 ■ CI4.7S 
SO i £27.00 
100-CS2 00 
100% CERTIFIED 



ALL PRICES INCLUDE VAT AND DELIVERY 
Overseas orders please add £1 .00 per item 
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SOLUTION TO APRIL '90 
PRIZE CROSSWORD 




b n in 




SOLUTION TO APRIL '90 
PRIZE PUZZLE 

The score was 1, 19, and 14. This makes a total ol 34. 
Had the darts landed one place clockwise on the board 
they would have scored 18, 7, and 9, whereas one place 
anticlockwise would have grven the score 20, 3, and 1 1 . 
Both ol these scores also adds up to 34. 

Solution: In the listing the three loops A, B and C deter- 
rnme the relatrve positions of each of the three darts on 
the dartboard. The actual scores relating to each of 
these positions rs found by reading the relevant value 
held in array DO. These are read mto the array at the 
start of the program at Imes 1 10 and 120. the actual 
scores of the dartboard being held in the DATA line - this 
data being in sequence as read across the board. To 
allow reference to adjacent sectors there is a slight over- 
lap in this sequence - that is, the array is 22 units in size 
and the first two scores on the board 120 and 1 ) are 
repeated. 

Each permutation of throws is taken as generated 
by the three loops A, B, and C and the score for that 
throw is totalled into SI . The scores for the two consecu- 
tive sectors are then calculated into S2 and S3. If these 
three scores are alike the middle eel of the fhree is the 
required throw. This is then printed out at line 190. 

100 DIM 01221 

MO FOHF-I TO 22:RER0 Z 

120 OIFI-Z:NEHT F 

130 FOH H-l TO 20 

MO F0RB = HT0 20 

150 F0RC=BT0 20 

160 S1-0tfll-0IB»-DICl 

170 S2-D(fl*H-D(B-lV01C«1) 

180 S5-D1H*2I-DIB-21>D(C*2) 

190 IF SI =S2 RNO S2=S3 THEN PRINT 

DIR-ll;- :D1B-I»; ;0<t>l> 

200 NEH1 C:NEHT BrNEHT R 

210 END 

1000 DRIR 20, 1, 18, 4, 13, 6, 10, 15.2, 17, 
5. 19 ,7, 16, B, II, 14, 9, 12,5, 20. I 



JUNE '90 
PRIZE PUZZLE 

Set By Archie Medes 

Arnold, Basil, Charles, Dun- 
can and Eric are all 
founder members of the 
'Eccentrics Club' and 
some of them can be 
found most days having 
lunch together at 'Chez 
Alphonse'. 

Because of their vari- 
ous eccentricities not all of 
them will necessarily be 
present on any particular 
day. In fact, they only 
attend for lunch at the 
restaurant on dates which 
are specified by the follow 
ing rules; 

ArnoW attends every 
day, but orwy dun ng 
months which have an 'A' 
m their names. 

Basil rs only to be 
found there on the 'odd' 
days ol the month. 

Charles Mfl never go 
lor lunch unless the day 
ol the week contains the 
letter TV. 

Duncan only goes rf 
(he day ol fhe month is 
exactly divisible by 5. 

Eric, meanwhile, 
attends only every thir- 
teenth day. 

Curiously, last Easter 
Sunday (April 15th 1990), 
all five men happened to 
be present together - this 
date bemg one on which 
they could all attend - 
even including Erie as this 
happened lo fall on one of 
his 7hirteenth' days. 

Can you say when 
next aH five ol them will be 
present for their lunch? 



NAME 



ADDRESS 



■«■»" tl|lMt"*itl 



ANSWfcR; 



Peat id ACE aji* 90 Pnte 
Pu/ilo 30 1J Famrfldo" 
Lam. LONDON CCiR 1AU 
(a jTKt nc ijlm tnan Tfn June 




14 








■ 




■ 












■ 




■ 






NAME 





ADDRESS: 



Entries to be senl to: ACE June '90 Crossword, Priory Court. 
30-32 Farringdon Lane, LONDON. EC1R 3AU. To arrive no 
later than 7th June 1 990. 



ACE JUNE '90 

PRIZE 
CROSSWORD 

Set By Mips 
ACROSS CLUES 

5. Den not in - out forming 
a software house. (8l 

7. Stone animal seen out- 
side New York {4) 

8. Covet Ted's hidden 
game. (5) 

9. One taking steps to get 
game from US Gold. 17) 

10. She's young to be on 
the throne, but it's only a 
game. (4,5) 

11. Float Mai's new game 
company. (9) 



14 &15. Enlarged CDs! 
(7.51 

17. In a daze Roger 
scores nil. (4) 

18. Dread ski game from 
Micro Style. (4,4) 



DOWN CLUES 

1 . Game that needs min- 
utes or hours. (4) 

2. One able to hold drink. 
(6) 

3. Movement when US 
Gold game loses its head. 
(6) 

4. Geordie house! (8) 



6. Entitled to keep the 
name. (5) 

10. Flip when the act has 
finished. (4,4) 

11. Pal upset by top 
portable (6) 

12. A cadre formed 
games establishment 16) 

1 3. Tim, so excited, skips. 
(5) 

16. Instructors to reform 
cc-ed. (4) 

WINNERS OF 
THE APRIL '90 
PRIZE PUZZLE 

AND PRIZE 
CROSSWORD 
ARE LISTED ON 
PAGE 111 



CONSOLE SUPPLIES 

13 Spencer Rd.. I (ford, Essex IG3 8PW. 
Tel : 081-597-0500 Fax : 081-598-1791 



NINTENDO GAMEBOY (Incl. I game) £109.00 

PC ENGINE PAL (Incl. I game) £165.00 

PC ENGINE SUPER GRAFX £299.00 

AMIGA 500 (Incl. £300 software) £379.99 

ATARI 520ST POWER PACK £379.99 

ATARI LYNX (Incl. California games) £175.95 
SEGA MEGADRIVE PAL ( Incl. 1 game) £184.99 

GOOD DISCOUNTS ON ALL 
COMPUTERS AND SOFTWARE. 
PLEASE RING FOR COMPLETE 
PRICE LIST. 

TO ORDER EITHER CALL THE ORDERLINE 
OR MAKE A CHEQUE/ P.O. PAYABLE TO : 
CONSOLE SUPPLIES. 

CREDIT CARD ORDERLINE : 081-597-0500. 

ALL PRICES INCLUDE V.A.T AND DELIVERY 



MAILORDER ONLY 





Q C.E.S 



SEGA MEGADRIVE (PAL T.V.) 

£179.99 inc Free game 
or £189.99 inc Ghouls and Ghosts (whilst stoclj 

last) 

PC Engine Super Grafx (Pal TV) 
Only £279.99 

PC Engines Games - Clearance Sale! 
Examples : Fl Triple Battle £24.99 
Knight Rider £24.99 
CD ROM - Altered Beast £19.99 

Call us on: 01-876-5501 
From May 6th 1990 : 081-876-5501 
Send Cheques, P.O's to : C.E.S. , 153 White Har 
Lane, Barnes, London. SW13 0PJ 
TRADE WELCOME 



SHEKHANA COMPUTERS 



■-/.hi 

ST 



It» 



I u 
"i, ;/. 

4499 
99 99 
1999 



SOFTWARE miE 

Aoat Soros 

Arnat Sun Dq*rt~ 
Anarchy 

A M«> . Rom* 19B9B 

Bn-JK Mo.* — 1MB... tUt 

BMl HBW IS9B 1MB 

ii.... .vamo. 1990 1S99 

fkn*g Manager 1MB 15 W 

B-oooRa»«?0l» 1MB tUf 

Cobra ISM (999 

Cn*WB.oT9«m .__ 1MB 1990 

Omm S mi Bam ism 

CWHO. _ 1499 1999 

(Wvrnwroi 1999 1999 

CNvnauMIII 2499 2499 

Conqueror. IMS <999 

Cyonuii 1599 1999 

Ovrvxie* 
0aUuaPm2 
DoLuuScraOOa 
(Mi»par(iii 
DetiMPnokiaOLab 
Mm MatM 

DM Wnl 
Nielli 

I ■ 

C«WM*to 1999 M99 

0M«tf-. F*k» 999 999 

f 16 Falcon 

Fi6Comb»if'*» 

fjKOriMuori 

'.na BjO* 

FtohlSr-«#rw2 

Fool Mar. Wow Cup 
r iBfii*— a 

I A Rut»iUJ' 

F Man 2 -Camp. 

OtUM 11 

Qoktol 
Ck«MnatMtM 



<S*i 



>59* 



?499 



1999 
1999 

IS 99 
2*99 
1999 
2' 99 

1S99 

1599 

2499 

1599 
1599 

1999 



1999 
1599 



1999 
27 M 

1599 

1S99 
24 99 

1599 

'999 

1999 



&My _ 

II—— 1W 

Hrtjur Scenwy 


19 H 

1999 

ISM 


1999 


1999 

1599 


•Wymei* 


IBM 


ISM 


Hi fllium 


— BN 


..... 2199 


MotRoo 


. ISM 


1999 

1MB 


HMU 


ISM 


■c IwJ 


1999 


'999 



•"ACCESSORIES** 



1 2 Meg Upgrade 


4999 


1/2 Meg . dock- 

2nd Drive Amiga 


7B99 

-8999 


2nd Dnve 3T 

3* Head deaner 


8999 

_A99 

-ABB 


3 5" Mood Cleaner 









9 99 







4 Way Adaptor 7 99 

A5tX> Modulator Eat 9 99 

A501 Ram Expansion 99 99 

Amiga Moduiior 19 99 

Amiga Mouse 
Amiga Scan Load 

Amiga M 10B4 

Amiga 10 Ferguson 

C2N Data Recorder 29 99 

J Slit* EM Load 6 99 

xempM 00 1 Face 9 99 

Mom* Matt 4 99 

ParaBel Pml Lea 9 99 

SlMoiBW 29 99 

Si to Ferguson 9 99 

Si Id Scarl 9 99 

SI Amiga Cover 4 99 



It Cam* From TN. 
i.arrtoe 



24 99 
1999 



*<♦*> PC ENGINE I 
PC Scan, game 
PC Pal UK • game 

CO Bom Oml 

JoysockXE I ST— 

Joystick XE 1 Pro 

Control Pad 

PC-UK Poavi Supply 

Altered Beau 

Atomic Roto Kdo 

Be Ball 

Btoodf woll 

Chase HO 

Ciiy M unlet .._ 

Digital Champ 

Dragon Spni 

Drop Lock. 

C 1*1 peon E'plOror 

Heavy Unit. 

K«tg* ol Can no 
Mi Heli 

Na>ai Open Go" 
New Zealand Story 
Ninja Warnor 
Power Drill 

Snnob- 

Paiatica 



179 99 

179 99 

299 99 
3999 



19 99 
1499 
34 99 
34 99 
34 99 
29 99 

■A .-: 

34 99 

29 H 
27 99 
34 99 



44 99 
34 99 

34 BS 




» 


'•'i 




-i 


'•'< 




» 


"'< 

n 




14 


M 















Super Vol»yD*1 

T.I..-. Mjr 

TigwHaH _„ 

Tiger Road 

Wa'ania 



34 99 
24 99 
34 99 
29 99 
79 99 



■ •■ SEGA 8 BIT ••• 

Basketball MDtNM 29 99 

Caliiorm* Games 29 99 

Cai.ro Games 29 99 

Dead Anglo 29 99 

Double Diagon 29 99 

Dynamite Du* 29 99 

Gala., Force 2999 

Golden Aie 29 99 

Psycho Foi 2999 

R Typ» 2999 

Scramble Spoil 29 99 

lenmsAce 2999 

Vqiianae 2999 

WorderD©. Ill 2999 

Work) Socoar 24 99 



• ••AlARi LVNX86MM 



lyni* System- game 
Mamn Power Supply 
Buo I ignftng 
CoMniB game* 
Ch.pt. Chaaenge 

ElOClrOCOp 



1499 

29.99 
29 99 
29 99 



Gaiei 01 TAndocon 29 9 

* NINTENDO GAMEBOV* 
Gameooy Sysiem 
Gameooy Dt-Uxc 
Alleyway 

Asm< World 



Beach volleyball 

Casllevania 

Goll - _ 

Hypet Loadronnor .. 
Uaaeai Kaiatoka 

Micky Mouse 

Mouciois 

Navy Moves 

HiWlilii _ 

Notimia' «en 

Penouin Land 

Pinoai 

Pu»ioboy _ 

Super Manound 



._ SB. 

129. 


■:• 


26 99 




2%. 


«t 
BB 


26 99 


26 99 


26 99 


-26 99 


2699 


2>. 


H 


zs. 




2t. 




SB. 




26. 


■1 


26. 


99 


26. 


"■■ 


36. 




26. 


n 


X, 




26 





Wo* ^ ^ ^ 

• ••SEGA 16 - Bll 
Sega ican . game 

Sega Pol - gama 

jofpadDeiuie 

JoyaBekXC-1 ST 

ah : '. .-. 

- ■ . - ■■• ._ 

Atonic Rob© Kid 

AlteieO Beasl 

Curse .... 

Super Tfiundr-buoc 

Super Baseoaii 

Super Hylioe 
Space Hairier 11. 

Super BasketOaH 

Super Hang on 

Super SrwioOi 

Work) Cup Soccer 

World 

Varnailion 

Talsu|in.. 

Thunderlorca II 

Ghouls . Gnost 

Golden Aie 

Cursa 

F-iai Blow 
Assault Soil (eynoi 
Rambo 3 

Sokooan 

Ncx Zeaiana Story 

Heuog Z<m> 

KuiyyaUio King 11 



mm 

>■• 

■■-I !>j 

.1999 
39 99 
39 99 
29 99 

44 99 
34 99 
39 99 

3499 
34 99 

34 B9 
39 99 
39 99 
39 99 
39 99 
44 99 
39 99 

39 99 
"> 
39 99 

4i 

44 99 
44 99 
44 99 

M BS 



3D do 



11 ! 



0n«MN-E'.TO«*0 



Control Dec* 


99 


■■ 


Remote J Sad. 


39 99 


Zaopergun 


29 99 


Castiovania 
Goon«s 11 


29 


'- 


29 




mat. Warriors 


29 


•'> 


Kid Icarus „ . 


29 


■'■> 


'Angaman . 


29 


'•■> 


Mho I yson 


29 


'// 


Pro Arnsnng 
Rush n Attack 


29 


•< 


29 


•> 


Super Mano 2 


39 


» 


lotho Earth 


34 




Top Gun 
Trad. . Iisid it 


29 
39 




Wita Gunman 


29 




Wizards • Warriors 

Xrmous 


29 
29 


••• 
1 1 - 



8C#TWARE Tim 

Kl*. Of 

•CTO* Ertra 
KdOpvas 

KnMroiV2 

lasuioUm/tl 

Leouro Larry 3 . 

loMPaaol . 
Mao-una.... 

Mam lAmavi 

Mar j MaraLOKi. 
Ucrnu Soccer 

MO*nk- 

MnGonock 

Uusc-X 

t* H aW— u 

Cp-ialon Ihu'derto' 
rlWWfiaM 

-. '.. .-v 

PtvarUngar 

Pro Tomi Tou> 

P-47 

■Wfco" i«a-da. 

Had Lqhuriraj 

•t«lS*»mRrsr«- 



RVf Wrox 

Sriaolmo'lvBw 

Snnota 

Shoot em upM 

SmCTy _. 

SpaceAo- 

SpaoarWnarll 

9BV Cotmand 

Star Wan Trtogy 

SretaCnnodo 

Stos 

' J 

Slum Car ftacar 

Su(-» Wonotroov 

letlDrrve II 

tn- Beasl 

TnoUnkurwuat „ 

Tram Plrh 

Tna0WA»n»3 

TnoO • CompUSon 

Turbo OuOun _ . 

TPjrsut Mew 

T V FW..-I1-II 

TVSpom 

Ulna 5 
WoSseal—.- 
tPnxhHoioi 
Wmers USGoa 
lVur>Smri 1.3 



ATARI 
ST 

15BI 


ctw 

AMGA 

1 1599 


.798 790 


IBM 


1. 19 99 


24.9! 


4499 

1. 25 Si 


3499 2999 


1B.BI 

24 M 


I .._..„tBM 

1. 24.M 


1B.BC 
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PERSONAL CALLERS 

Can purchase software at ou> brancl at 221 . Totianliam Court Rd. London 
W1R (near Goodge SI tube station 1 
Tel : 01431-4627 or 

2. Gladstone House. High Rd. Wood Green N22. <opp Top Ran* Club) Tel : 
01489-9412 ABOVE ARE MAIL ORDER PRICES ONLY 



MAIL ORDER CUSTOMERS 

CHCrPO. Payable to: S C.S. <ACE). 8SS Groan Lanes. London KB O.O.V 
P-P add SOp per software . CI .00 lor accessor.es CS.00 lor machines. EEC 
add r 1.00 par item elsewhere addCZ.OO per Hem for airmail Please specify 
machine type In order. New releases win be sent to you on day ol release. 

E.S.O.E. 

Tel:0l-34O-8i<6S. 01 -348-2907. FAX: 01-B89-94t3. 



ACCESS AND VISA CARDS ACCEPTED : 
Credit card orders despatched same day subject to 

availability. 

Tel : 01-346-2907. 340-6565 Fax : 01-889-9413 
Licenced credit Brokers. Trade enquiries welcome. 




✓ Full compatibility with all Atari ST 
models / Amiga 500 & Amiga 1000 

✓ Top quality drive mechanism 

✓ One megabyte unformatted capacity 
External plug in PSU (Atari ST) 
Throughport (Amiga) 
Very quiet 
Slimline design 
Colour matched to computer 
Long cable for location 
either side of computer 
Full 12 months guarantee 



AMIGA VERSION ONLY 



Don't forget -all prices shown 
include VAT and delivery 





including VAT and delivery 




A ATARI' Hardware Offers 



520 STE POWER PACK 



Superb value 
dnv*. games 
incredible 
R-Typ. 

DoubW Draoon 
Super Hangon 
Spac* turner 
C-i-ertanOer 



package trom Atanl Includes the latest 520STE computer wlh 1Mb internal 
loysock. mouse, user guide. S disks ot public domain software, plus an 
on ol cnart-topping software (over £500 RRP m total) Software includes 
Pacrruraa Out Hun Nobuki* * mi 

SUrohJcr Borntwal Sisrgoowr >H<7 
Super Huey Xenon Ftml Music 4f, e 

Eliminaor Gaurnwi n F*al BasK 
Pr^caior Sttck Lamp OnjanMr 
BomOjack Surcay 



£339.00 

Only Inc VAT & delivery 



520 STFM DISCOVERY PACK 

Nowl High quality, good value package based around the 520STFM computer 
including 5I2K RAM, 1Mb Drive and built-in TV modulator. Also supplied is: 
STOS Game Creator Outrun — -J' 

Carrier Command Bomb Jack / £259 OD 

Spaco Harrier Neochrome I 

FirST BASIC Atari ST Tour I Including VAT 

plus 'P|-^COTOfjr>ci your Atari^ST Book 



and delivery 



520STE 1Mb Memory Upgrade, very easy to lit. instructions provided £59.00 

1040STE Professional Package - includes Kuma W/Processor. Database 
Spreadsheet and Graphics Package, plus 1st Basic. STAC Adventure Creator. 

Hyper Painf (new STE version) and 'Prince 1 game ail for only £429 00 

520 STFM 1Mb internal drive upgrade kit with lull instructions £74 95 

520 STFM 1Mb memory uprado kit. requires soldering £59.00 

520 STFM 1Mb memory upgrade fmed by us £84.00 

Mega ST1 with mono monrto* £599.00 

Mega ST2 with mono monitor £849.00 

Mega ST4 with mono monitor £1099.00 

SM124 high resolution monochromo monitor .... £109.00 bought with ST .... £99 00 

SCI 224 colour monitor £269.00 

Megafile 30Mb hard disk £439.00 

Vortex HDplus 40Mb hard disk £499.00 

5.25" External 40/80 track drive (360/720K) IBM compatible £99.00 

Vidi-ST 16- tone video frame grabber inc. digitising software £95.00 

Philips CM8833 medium res. stereo colour monitor, with A/V inputs £259.00 

Contriver Hi-Res. Mouse including mouse mat & pocket £22.95 

.20 1040 stf / srFM Joystick accessibility extension adapter £ 4.95 




AMIGA 500 

SPECIAL DEALS 



All Amiga 500 Packages 
Include the following 11 
additional software titles 
supplied by us : 



Karate Kid II 
Leatherneck 
Batlle Squadron 
Super 



Jaws 
Detcon 5 
High Steel 
GokJrunner 



Boltor Dead than Alien 
Nigel Mansell s Grand Pn« 
Nigh, 



A 500 512K Batpack including 4 titles and TV modulator £379.00 

A500 512K Flight ol Fantasy Pack including 4 titles and TV modulator .... £379.00 
A500 1Mb Batpack (orF.O.F. pack) with, our 1Mb RAM upgrade filled .... £419.00 

A500 Batpack (or F.O.F. pack) with Drive inc. our 2nd 3.5" Drive £439.00 

A500 1Mb Batpack (or F.O.F. pack) with External Drive 

featuring our 1 Mb Memory Upgrade plus 2nd 3.5" External Drive E479.00 

I >» I H I M M BII « H ' || || I— I— ■^^■^^fc^ HI U l im ^— — M I-I.I M BI1 — > — .1 « H 

External 5.25- 40/80 track switchaWe 360/720K (loppy drive £1 14.95 

Omega Projects MIDI Interface including 30" serial connection lead £29.95 

Philips CM8833 stereo sound colour monitor, c/w Amiga cable £259.00 

Pye 2325 1 5* TV/Monitor with Teletext, rem/ctrl. c/w Amiga cable £249.00 

Vidi-Amiga video digitiser package including Vidi-Chrome £1 10.00 

MinrGEN Genlock Adapter £95.00 



DOUBLE TAKE! 
PYE 15" FST 
TV/MONITOR 

(MODEL 2325) 



Superb quality, stylish medium 
resolution FS* colour TV/moni- 
tor to suit 1Mb ST or Amiga. 
Features teletext, full infra-red 
remote control. Euroconnedor. 
Video/Audio input and head- 
phone output connectors, 40 
tuner presets, external aerial 
connector and loop aerial. Sup- 
plied with cable (please stale 
computer type when ordering? 



VALUERS 

£249.00 

include! VAT 
and computer 
iconnechOn toad 



AMIGA 500 
LOW COST 
RAM UPGRADE 



ONLY £i 


55.00 


inc.VAT & 
delivery 


512K RAM/CLOCK 


EXPANSION 


FEATURES : 



A Direct replacement for the A501 expansion 

vV Convenient On / OH Memory Switch 

vV Auto-recharging battery backed Real-time Clock 

& Compact unit size : Ultra-neat design 

> Uses only 4 D-RAMs for High Reliability 

tV Low power consumption 



RAM expansion without clock, only ... £49.00 



Evesham Nicres 



RETAIL SHOWROOMS 



63 Bridge Street 

Evesham 
Worcs WR11 4SF 

IT 0386-765180 
Open Mon Sat. 9 00-5.30 




5 Gllsson 
Cambrldg 
7T 0223 
Open Mon- Sat. 
Speaaisi Education 




ALL PRICES INCLUDE VAT AND DELIVERY 

Same day despatch whenever possible. Express Courier delivery £5.00 extra. 
MAIL ORDER DEPARTMENT 



Unit 9 St Richards Rd, Evesham, Worcs WR11 6XJ 
Call us now on © 0386-765500 

8 lines. Open Mon ■ Sal. 9.00 • 530 Fa» : 0386-765354 
Tech meal support (open Mon - Fit, 930 • 5.30) : 0386-40303 








1^1 St nd an Order with Cheque, Postal 
I^J Order or ACCESS/VISA card details 



Government. Education A PLC oniera oclcomt 
All producu covered fty 11 Month. Wurmmy 

All t oodt .ubjCCI U> ■vjillbllUy. E.&OE. 



CHECK OUT THE SPECIAL BARGAINS AVAILABLE AT LOCAL DEALERS THIS MONTH 




ere we go, 
here we go 
World Cup 
lever has gripped the 
software retailers en 
masse this month, as 
shop windows, 
mobiles, posters and 
stickers all go to pro- 
mote one or more of 
the never-ending 
stream of soccer 
games being released 
or rereleased to coin- 
cide with the finals in 
Italy in June. 

The Virgin Games 
Centre, with its sister 
company Virgin Games 
publishing the game 
'tafia '90. is taking the 
lead in this, with May 
being declared a 'toot- 
ball month' in all Virgin 
Games Centre stores. 

Aside from being 
bombarded with World 
Cup material as you go 
into the shops, there 



win aiso oe a very Dig 
competition involving 
the Virgin title - details 
still being hammered 
out as we went to 
press. 

City Software in 
Liverpool is also jump- 
ing on the World Cup 
bandwagon, with sever- 
al promotions lined up 
around a selection of 
soccer simulations. 

The North-Ea stern 
based chain, Comput- 
ershops, is also kitting 
up for the World Cup 
with a free draw 
throughout its stores 
associated with US 
Gold's Italy 1990 game 
- loads of official World 
Cup footballs are there 
to be won. It's not all 
footie, though. Virgin 
Games Centres wilt find 
a bit of space for a 
competition associated 
with Rainbird/Micro- 



proses iwiowinter on 
most formats, so if you 
haven't yet bought your 
copy, this should be 
well worth checking 
out. 

City Software is 
also stocking the Nin- 
tendo Entertainment 
System for the first 
time from next month 
and is offering some 
discounts on both Nin- 
tendo hardware and 
software to tempt you 
into splashing out. 

Throughout May, 
both the console and 
cartridges will be avail- 
able at "a general intro- 
ductory price". And if 
you're in City Software 
looking at Nintendos, 
it's always worth enter- 
ing one of their raffles - 
for every £3 spent in 
the store you 'II get a 
raffle ticket; every 
week a ticket is drawn 



io win a waiKman or 
similar sort of prize. 

Finally, Computer- 
shops will be giving 
you the chance to win 
model robots - as seen 
in Domark's science 
fiction-inspired Escape 
from the Planet of fhe 
Robot Monsters - in a 
special competition. 
And you don't even 
need to buy the game 
to enter. 

City Software is on 
Lime Street. Liverpool 

There are 
Microbyte stores in the 
Arndate Centre, Manch- 
ester; the Broadmarsh 
Centre, Nottingham; 
Kirkgate, Wakefield; 
the Metro Centre, 
Gateshead; the Green- 
market, Newcastle 
Upon Tyne; the Kirk- 
gate Centre, Bradford; 
the Bull Ring Centre, 
Birmingham; the Coun- 



ry rtrcaoe, Leeos; ana 
Pasture Road, Goole. 

You can find Com- 
puter Shop outlets in 
the Arndale Centre, 
Manchester; Newcas- 
tle, Leeds, Preston, 
Sunderland, Stockton 
and Nottingham. Also 
part of the Computer 
Shop chain are the two 
Games Store outlets in 
Carlisle and Middles- 
brough, which stock 
role-playing games as 
well as computer soft- 
ware. 

Virgin has its 
Games Centre outlets 
on London's Oxford 
Street (at Marble Arch, 
within the Megastore, 
and at no 100} and 
Bristol, and also in 
Megastores in Birming- 
ham, Brighton, Dublin, 
Edinburgh, Glasgow (at 
Union St and Argyle St}, 
Leeds, and Notting- 



ham. 

All offers and pro- 
motions are subject to 
availability of stock. 
Although we do our 
best to ensure our 
dealer promotion infor- 
mation is accurate at 
the time of going to 
press, ACE cannot take 
any responsibility for 
changes or cancella- 
tions to dealers' plans. 



ATTENTION 
DEALERS! 

Don't keep your 
promotions, 
competitions, 
special offers, 
etc, a secret. 

Tell us at ACE... 
and we'll tell 

everybody else. 




HOME ENTERTAINMENT CENTRE 

The following stores open now for all your computer needs. 



176 Halle Mall 


1 Kirkgate Mall 


33 Kirkgate 


The Arndale Centre 


Kirkgate Centre 


WAKEFIELD 


MANCHESTER 


BRADFORD 


West Yorkshire 


(061) 832 1438 


(0274) 308829 


(0924) 376656 


34-36 County Arcade 


424 Grand Parade 


46-47 Green Market 


LEEDS 


Bull Ring Centre 


NEWCASTLE 


(0532)450529 Or 


BIRMINGHAM 


Tyne and Wear 


(0532)441287 


(021)6161036 


(091)261 9050 


109 Upper Broadwalk 


5 Pasture Road 


56 Garden Walk 


Broad Marsh Centre 


GOOLE 


The Metro Centre 


NOTTINGHAM 


North Humberside 


GATESHEAD 


(0602) 586454 


(0405)763183 


(091)460 6054 



The latest issue of "CLUB MICROBYTE", our FULL COLOUR, review pucked magazine is available NOW and it's TOTALLY 

FREE!! Jusi pop in !o your loeal store to collect a copy.. 
Attention AMIGA Owners!! Microbyte can now supply you with the FULL RANGE of 17 BIT SOFTWARE'S Excellent Public 
Domain software disks - for only £2.50 each or FREE with any purchase over £1 2.50! Just ask in the store for more details... 



PINK PAGES 117 





THIS MONTH'S RELEASES AND EVENTS FOR ENTRY IN YOUR LEATHER-BOUND, GOLD-CLASPED FILOFAX 



MAY 

Week's releases at a glance 

Ocean: Sly Spy, Secret Agent 
(all formats) Bondcsgue acton 
iron the arcades. 

Microprose: Railroad 
Tycoon Strategic simulation 
Irom If* heyday ol steam. 
Pastes (Amiga) l&tot version 
of swashbuckling action title 
from some years back. 

US Gold: nary 90 {all for- 
mats) One of an army ol foot- 
ball suns of all shapes, sizes, 
prices and Quality all trying to 
cash in on the World Cup. This 
one is a playing sim with a host 
of accompanying packaging 
and competitions. US Gold is 
doubtless hopng to banish all 
memones of the red card 
which World Cup Carnival 
received in 1986 

Sethesda Softworks 
Hockey League Simulator 
Wmigal That's hockey as in ice 
hockey.. 

Accolade: European Cha* 
lenge IPC, Amiga, C64 disk) 
Accessory duh lor The Over: 
Test Onve H, featuring typical" 
scenes from European country- 
side (German Autobahn, Riviera 
swtthbaefcs, and English coun- 



try lanes included) 

Gremlin: Federation Quest 

i- 

BSS Jane Seymour (ST. 
Amiga) Race against tone to 
repair stricken ship. 

Mastertronc/l&Bfrfr: Yes 
PM (CPC. C6A Spectrum/PC) 

Sunday 6 

London phone numbers all 
change: new code tor inner 
London is 071-; for outer Lon- 
don, 08 l- 

Monday 7 

Bank Holday - the one which 
was commonly known as the 
May Oay Bank Hotdiy 

Saturday 12 

FA Cup Final, 3.00pm, Wemb- 
ley Staoaim: Crystal Palace vs 
Manchester United 
Week's releases at a glance 
Ocean: Adidas World Cup 
foctoafl 1ST. Amiga. CPC.C64. 
Spectrum) Another in the 
senes ol several thousand soc- 
cer games based on the World 
Cup - this one has shunted 
Ocean's other football title, 
Liverpool, off the release 
schedule into ne»t season. 

Accolade: Jack NKkVus 
Unnfruted Golf and Course 
Design (PC) New goH stn in the 



NicMaus series, this Is a stan- 
dalone product, as opposed to 
an accessory Ask tor the origi- 
nal. Balance o' the Planet (PC) 
Chns "Balance ol Power* Craw- 
ford applies the same strategy 
gameplay from his previous 
titles to green issues 

Gremlin Venus - The Fly- 
trap 1ST. Amiga) 

Mastertromc/l&ei«: f- 
Bird (CPC, C64, Sptxtrurn/ST, 
Amiga) 

Sunday 13 

Mother's Day m the US 

Saturday 19 

Armed Forces Day 

Week's releases at a glance 

Domark: Escape from the 
Planet ol the Robot Monsters 
(PC) Converted from the Ten- 
gen corn-op. arcade game with 
an SF corns book scenario. 

Micropro se: IvfloVWriter (PC) 
Mtfwtnter on the PC is becom- 
ing something of a regular in 
the ACE Diary - Micropro se 
assures that it really wl be 
released at this time, fingers 
crossed..." Internatonaf Soc- 
cer Challenge Another World 
Cup contender. 

Firebird: fire and Bwn- 
stone 1ST, Am>ga) 



Master Irorac: Super Stock 
Car (CPC, C64, Spectrum) 

Monday _2l 

Victoria Day (Canada) 

Tuesday 22 

Chelsea Flower Show opens 

Thursday 24 

Ascension Day 

Week's releases at a glance 

Mewson DeAverance • Sform- 
tord fl (C64. CPC, Spectrum). 
Latest program from Cyber- 
noid and Sto/mlord program- 
mer Raffaelle Cecco. 

Loriciel/US Gold: Tennis 
Cup lall formats) Impressive 
graphics n this singlesor-dou- 
bfes tennis simulation 

Domark/Broderbund: 
Where in fhe World is Carmen 
SandiegO? (PC) Strategic 
adventure style game designed 
lo test your deductive powers 
as you work out Carmen's 
whereabouts from the clues in 
the game. 

Mastertronic: 3D Pinbaff 
(CPC) Simulation incorporating 
various essential pmbaii 
effects, such as bonus plays, 
rollover lanes, etc 

Sunday 27 

Sunday after Ascension 



Monday 20 

Spring Bank Holiday Memorial 
Day (USA) 

Wednesday SO 

Shavuot 

JUNE 

Friday 1 

Alan 90 show opens at the 
Nowotef. hammersmflh 
Saturday 2 

Atari 90. Novate!, Hammer 

Ml ft 

Week's releases at a glance 

US Gold: Rofox (ST, Amiga, PC) 
Space strategy game combav 
ing puzzles regmring dexterity 
and arcade seguences. 

Accolade: Gunboat (ST, 
Amiga. CM disk) Take on van- 
ous missions around the world 
•i your rrver patrol boat The 
thawing of the Cold War means 
a senous lack of easy targets 
when it comes to goockes vs 
baddies, so rt5 back to Viet- 
nam for your first mission, 
while m your second, the 
'crack-infested waters of 
Colombo' are fast taking on 
the Russkies' mantle of major 
league threat to apple pie and 
the American Way. 

Magnetic Scrolls: Wonder- 



rand (Amiga, ST. PC. Mac. 
Archimedes) Based on Alice in 
Wonderland and Through the 
Looking Glass, Magnetic 
Scrolls returns with an aOven 
hire which will rtfy less on test 
mpul and more on a graphic 
"rvlMP" user interface. 

l&BMz: Conflict 1ST, 
Amiga) Political simulation cen- 
tred around the power strug- 
gles m the lAooV East. 

Empire: Pipemania (Macin- 
tosh. MSX) The game they cell 
The new lefris' reaches the for 
mats many titles never even 
consider. 

Ready soft: Space Ace (IBM 
PC) Don Blums animated car- 
toon, vmfely criticised for lack 
of gameplay. universally 
admired for its graphes. 

Sunday 3 

Atari 90, Novotel, Hammer- 
smitn Pentecost 

Monday 4 

June Hofcday (Republic of Ire- 
land) 

Wednesday 0 

The Derby 

Saturday fl 

Queen's offeial birthday The 
Oaks horse race 
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CREDIT CARD ORDER TELEPHONE LINES 

Tel : 0602 252113 (a4hrs>) 0602 225368. FAX : 0602 430477 

Dekvery by 1 st Class Ma* ■> the UK. 
Phone tor prtoes ol Mies NOT advertised. 



• <•.•■«. ........ ....... 

AMIGA S12K EXPANSION . DUNGEON 
MASTER ONLY CB9 99 



SUMMERTIME 
SPECIAL OFFER!! 

C1 .00 OFF ALL AMIGA AND 

ST TITLES 
JUST TELL US WHERE YOU 
SAW THIS ADVERT THEN 
DEDUCT £1 .00 FROM OUR 
ADVERTISED PRICE FOR 
EACH TITLE ORDERED 



SUMMERTIME SPECIAL 
OFFEBII 

AMIGA StCOND OlWt 

PLUS ShMo* o* If- 5...I 

PLUS RV» Honda 
PLUS Kit*. OH 
PLUS : B*«» Svjaarun 
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Kiilnmual infill I* K04.00 Our prlca 
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Outside Europe shipping cosls are : £2 per 
disc for normal airmail. £3 per disc for 
Express airmail 



Please make cheques or postal orders payable lo 
WORLDWIDE SOFTWARE. 
Advertised price* are lor mall and Telephorw Orders 
All prices Include postage and packing In UK 



Europe other lhan UK shipping costs 
are : Ci .50 per disc for normal airmail. 
£2.50 per disc for express. 
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FOR SALE 



AMIGA GAMES : Bomber £8. Kull 
£6. Maniac mansion £7. RVF 
Honda £5 Omni Basketball £5 • 
More Call Andrew 0! -650- 1750 

C6A 1541 MK11 disk drive. 
Daiasotle, Action Replay. MKV 
Ouichshot. Joystick £220 ■ games 
Cos! £600 -. Sell £295 Tel 0752 
361692. 

CBM AMIGA 500 • over £400 
worth al software including 
Bloodwych. Zork. Zero, Journey, 
eel. Tel: Tim Luion 450742 
evenings. 

ATARI 5T520FM ■ over £600 worth 
or games • mouse, joystick. Only 
£350. Tel Ttm:05B2 450742 
evenings. 

CBM 64 Disk drive. |oyst)ck. 
daiaselte. > over £700 worth 0' 
games. Only £200 - excellent 
value Tel Tim 0582 450742 
evenings. 

CBM 64K. I570d*kdrlve. CN2 
Tape recorder. Utrirbes CMK 111. 
Music maker (64). 62 onginal laoe 
games. 400 disk games, word 
processor. Neos Cheese * mouse 
books and manuals, eicellertt 
condition. Worth £2400 sell lor 
£350 ono Tel 747-3309. Ash lor 
Kevin. 

AMIGA 500 1 month old games. 
Ou>ck sale £300 only Tel Nick 
0860- 306406 8-8 must coied 

ATARI 520 STFM computer £800 
worth ol software, two joysticks and 
mouse will accept £500 ono. Tel: 
0703 292566 

ATARI 520 STFM plus 1 meg 
enema! drive 40 blanks, games. 

. 90 magazines Qieok 
sale. £310 Tel: Phil 0942-6085B4 

ATARI STFM, Manual. Super pack, 
multi face, lots ot original software 
induing Bubble Bobble. Star Wars 
etc £270 ono. tel: 08068302 and 
ash lor John 

PC ENGINE SOFTWARE lor sale 
P.Exptorer. F-Zono Vidor Run Alien 
Crush plus others £55 the tot call 
0435 882406 after 6pm. 

LEARN COMPUTING by post 
Basic or Coool. Tel: 01-890-0785 

ST GAMES. Space Harrier 
Populous. Over-Lander. Star Wars. 
Daley Thompson. GoW Runner. £3- 
E10. Ring Jack after 4pm on 0922 
32808 lor details 

AMSTPAD CPC 6128. Colour 
monitor, Dish Drive. £170 software 
cassette ino cassette recorder). 16 



months old. sell 'or £369 ono. 
Contod Steven Tel: 0429-823095 

SCART Mega Onve - lour games 
£150. Scart PC Engine . Nine 
games £150 Tel: Richard on 021- 
523 0144 after 6pm. 

16-Bit Mega drive. e>ceHem 
condition live games including 
Super Shinobi, Gnouts and 
Ghosts. Golden A»e. Only £280. 
Tel: 01-950-7895 for details. 

ATARI 520STFM tor sale, e>iernai 
dnve, £1200 •» software, joystick, 
magazines. Total £1700 » sell 
£450. Tel: Darren 0444-236558 
after 6pm 

SPECTRUM . 2 £500 worth of 
games, 2 joystichs, Hard Orivin*. 
Chase HO. Toobin. W>tl sell lor 
£300. Tel: 037-9898453 or 0379- 
71666. 

B LAKES. Dr. Who. Star Treh. ST 
Databases. Full episode guries 
PICS etc £5 each all £10. 
M.Cowley. I Severn Rd. 
5tonehou3e, Glos Glos. GL10 
2DJ 

ATARI 520 STFM Excellent 
condition with over £B80 popular 
software. Worth £1165 Will sen for 
£350 Tel Owen 01-569-6838. 

TRADE 1 Webtey Eclipse Air Rifle - 
scope for Mega Dnve of PC 
Engine Worth £2501 Call Daniel 
on 0372 720841 

ORIGINAL AMIGA GAMES £7 thg 
recent titles Inlesiaiion. F-16. Hard 
Dnvin' etc.Lots ol RPG. Call 01- 
373-8746 (Rm 9) Evenings 

AMSTRAD CPC 61 28 it 2 year 
old. Mufti-lace. Colour monitor 
Mags over Ci50 software joystick 
manuals Tel 0252 874746 
Robert £315. 



PENPALS 



AMIGA CONTACTS wanled al 
around the world 101% reply Write 
or send fcstdisks to: Mathew 
Fletcher. PO Box 156. Byron Bay. 
N S W.2481. Australia Ph No 066- 
856225 

AMIGA CONTACTS wanied by 
newcomer Is there anyone out 
(hero Milling to help'' Please send 
letters 1 fests to Andy. 36 Bramble 
Drive. Honey wood. Go nr. Car Hon. 
Nottm NG36NE. 

AMIGA CONTACTS wanted latest 
stuff only 100% reply. Davia, 14 
Churchill Dnve. Bridge ot Allan. 
Slirfcng. Scotland. FK9 4TD. 

AMIGA CONTACTS wanted send 
disks and lists to Simon. Glory Bee 



Bnerley Way. Nr Lydneg, Glos 
GL15 4NE. 

IBM PC3 compatible contacts 
wanted from al over the world io 
swap solutions, hint books and 
more 1 (100% reply) any on is 
welcome. Write to Mohammad 
Jamb. PO Box 211733. Amman, 
Jordan 

PC CONTACTS wanted from 
France. 100% reply. Send hsts to: 
Marc Meleard. 12-14 CIW 
Poplncourt. 750". Pans. France. 



WORD PROCESSING, CVs. 
Pricelists - Database etc 
Reasonable prices send toi details 
send SAE to Martin Joyce. 98 St 
John Rd. Wembley. Middx HA9 
7JN or nng 01-903-5428. 

ST USERS looking lor contacts 
write to Jamie. Dar Melika" Vista 
Estate. Santa Venora. Malta All 
letters answered 

ST Penpal. Kent only. Write to 
'Hideout/. Whitepost Lane, 
Cuiverston, Meopham. Kent. DA13 
OTW or Tel:0732-822702. Now. 
100% reply 

MSX contacts wanted. 100% reply. 
News and Hps shared Send letters 
10 Dave Barnes. 3 Austin Dnve. 
Longford. Glos. 

AMIGA CONTACTS wanted, send 
diks and lists to VIII* Otversten. 
Pwnnarue 1 3. 04430 Jarvenpaa. 
Finland 100% reply 

AMIGA CONTACTS write to Nik. 1 
Downvww Rd, St Helens Ryde, 
Isle ol Wight Po33 iVE. England 
(No beginners). 



WANTED 



MULTIFACE ST with disk organizer 
wanted, wil pay £25 ono Also 
Curnana Twin Dnve. Offers Tel: 
James 041 641-2681 



PC Enguie. Sega. Nintendo 
games Pay upto £1000 per item. 
Wnte to G.Scholieid, 1 5 Beech Rd. 
Bediont. Midd«. TW14 BAH Call 
01 890 9744 

Sega games wanted Also Atan 
VC's-2600 games Tel Dave 031- 
332-4618. After 6pm. 



OTHER 



ALWAVS dreamed of being rich, 
dream no more For Iree 
mformalion. Send SAE to AfestBir 



Ross. Dunstrone. Slrone. Dunoon. 
Argyll. 

ST Wanted lo swap wrtn sega 
Sega brought for £St 5. Swapper 
must collect power pack i* possWe 

Tel 01 -723-9667 



HELPLINE 



ATARI ST OWNER Where can I 
get dttcs mercenery and Dark s<ie 
Need hps to complete mission five 
onEHe. 

HELP! Last N<nja 2 e eawng away 
at my brain' l simply cant got past 
level 6 on the BBC micro verson as 

I keep getting pulped by the man on 
file Stajra. Also can anyone help 
with E»*e. Spycal. Quest or 
Bamanan 2? I can also help with 
lots ol BBC gomes. Contact: Andy. 
9 The Avenue. Longlovens. 
Gtoscester.G120BP. 

AMIGA Art*!* wanted to design 
pictures for a large computer group. 
Please send sample pictures I good 
or bad) on drsks 10 Tim Clyde, 8 
He-ci Row. EoVOurpfi EH3 6HU. 
Programmers and contacts are also 
welcome. Please include phone 
numbers We promise we wil 
answer a> letters received 

HOW do you complete Spei easier 
for the Sega master system 
Contact Alan Fraser. 140 Orpington 
Av. Walker. NewcasDe. NE6 2RG. 

II you would liho help with Dungeon 
master or Chaos Strikes Bach, then 
wnte to Shane Cook. 1 Potoorder, 
St Mellion. Sattash. Cornwall PL12 
6RE 

Help and hmts given <n the following 
games tor the Commodore 64 : 
Battle Tech (Arrtga). Parallax. The 
Great Escape Austerlitz (Amiga). 
Dan Dare. Elile (Amiga). Laser 
Squad (Amiga). Trap Door. Akens 
(US-English). Battle Hawks 194? 
(Amiga). Quadalcana). 
Kamplgruppe (Amiga). Z*ods. Lords 
of Conquest, Shogun (Virgin) Dark 
Emptfe. Red Lightingl Amiga] two 
Jima. Knights of the Desert. 
Voyager (Amiga). Football 
Manager. Jack the Neper. Who 
Dares Wins 2. lhan Warriors 
|Am>ga). Arena. Waterloo (Amiga) 
Football Manager. Sentinel 
(C64'Amiga). Joan ol Arc (Amiga) 
Power at sea. Trachsuit Manager 
(Amiga). Spooks. 
Freedom(Amigal. Siar Fox. 
Contact Stuart Hardy. 33 F* Treo 
Drive. Wales. Sheffield. S31 BLZ 

ALL BLOODWYCH GURUS I 
Where is the serpent hey in the 
Dragon Tower? TehRih 0482 
77439 this millisecond! 



Could anyone give me help or 
cheats etc tor the Armga games. 
Hate. Uridium. 1943. Rambo 111 
and POW Shool em' up any tips 
tor Lancelot and Shegat. Eagles 
Nest. Maniac Mansion. Black 
Shadow. Shoot em' up Will relund 
postage. Contact DC Moore. 9 
Edinbure Way, Dersing Ham, 
Kings Lynn.PE3t 6JJ. 

HEY YOU! are Iho games you 
play getting you down. Well tear 
not CHE AT is here. The 
computer Help and Tips dub can 
help we nave nearly 1500 tips 
already' (Amiga and C64 only al 
(he moment - sorry) For delaits 
write 10 0 Archer. 13 Devonshire 
Rd. Hornchurch Essex RM12 
4LG 

Please help! I'm stuck on these 
games Kings Quest 4 and Police 
Quest 2. I'm hall way through 
Police Quest 2 and have been 
stuck on it (or 6 months, any help 
would be appreciated I can also 
help with Space Quest 3. Kings 
Ouest t. Delender of the Crown. 
Joan ol Arc. Leisure Slut Larry 2, 
Legend, and Barbarian 2. If 
needing help send SAE to: Greg 
Johnson. 'Norolle' Roma. PO Bo* 
138, Queensland. Australia. 

Please, please could you help' 
Need choais or lips etc lor Rockel 
Ranger. Police Quest 2. Batman 
the Movie, and Untouchables on 
the 5T. Please send SAE to 
Stuart Murrell. 44 Deacon Av. 
Kempslon. Bedford MK42 7DT. 
Tel:0234 852234. 



HELP ME! I need Wank discs to 
form user group I wltl swap " 
blank discs tor any ol games 
listed Add 6 oxlra discs per 
game Chase HO. Nin)a Warners. 
Fututo Wars. Beverley Hills Cop. 
Ghostbusters 2 Hard Dnvin'. 
Operation Thunderbolt. Slormiord, 
indy Adventure. Dttv'in Force. 
Untouchables. Interphase. Stridor. 
Xenon 2. Switchblade. Shadow ol 
the Beast. Stunt Car Racer. 
Bloodwych Our group need'sa 
modem' Wo also need to leam 
coding Contact Gerard Brady. 
Syntax. Clongowes Wood. Naas. 
KiKJare. Eire. 



NOTICE! 

DO YOU WANT TO 

BE IN OUR 
READERS PAGES? 
YES? THEN GO TO 
PG.120 AND FILL IN 
THE ENTRY FORM 
AND STICK IT IN 
THE POST! 



PREMIER MAIL ORDER 

Titles marked * are not yet available and will be sent on day of release. 
Please send vheque/PO/Access/l'isa No. and expiry date to : 

Dept AC06, Trybridge Ltd., 8 Buckwins Sq., Burnt Mills, Basildon, Essex. SSI 3 1BJ. 

Please state make and model of computer when ordering. P&P inc. UK on orders over C5.0Q. Less than £5.00 and Europe 
add £1.00 per item. Elsewhere please add £2. 00 per item for Airmail. These offers are available Mail order only. 

Tel Orders ; 0268 - 590766 



SAME ST AMIG/. m GAME ST AMIGA |J GAME ST AMIGA 



SPECIAL 
OFFERS 

GAME ST AMIGA 



12 Meg Upgrade „ 

3D Pool 11.99 

686 An** SuD 

AMOS ■ 

*PB 12.99. 

Aquan.iul 13 99 



Auslerltu 

Axels Magir Hammer 

BAT* 

Back to the Future 2* 
Bad Company 
Balance of Powor 90 . 
Bards Tale 1 or 2 
Htm book 

Bards Tale 2 



.16 99 
13 99 
1699 
1699 
1399 
16 Bfl 



Batman caped ausader 


.1299 


Batman Ihe Movlo 


.1399 


Battle o< Bmam ' 


16 99 


BatHochess 


16 99 


Beach Volley 


13 99 


Black Tiger 


1399.. 


Blade Warrior *.. 


16.99 


Blood Money 


16 99 _„. 


Btoodwych data dish 


. 9.99 


Bomber. 


.21.99 


Boxing Manager 


13.99.- 


BSS Jane Seymour" 


.1699 


Budokan 




Cabal. 


1399 


Carrier Command 


■ U99 


Castle Master 


.16 99 


Cavadar " ...... 


.1699 


Centrefold Square?. 


1299 


Chaos Strikes Bar* 


16 99 


Chase HQ 


1399 


Colossus Chess X 


12.99 


Colo-ado ' _ 


16 99 


Combo Racer ' 


13.99 




13.99 _.. 


Conflict Europe 


16.99 


Conqueror * , „ 


1699 


Continental C#cus 


.13.99 


Crackdown 


1399 _-. 


Crazy cars 2 


11 99 


Cyberball 


.13.99 


Damocles * 


16 99 


Dan Dare 3 


1399 


Dark Century 


1699 


Dark Side 


13 99 


Day ol ine Viper 


16.99 


Degas Elite 


17.99 



H i H i M m 



Oolu>e Muse Con Kit 

Deluxo PaiM 3 

Deluxe Phololab 

Deluie Pnnt 2 

Deluxe Production 
Detu.oSmp Poker . 12 99. 

Deluxe Video 3 

DrDoom 16 99. 

Dr Plumetl- 

Dragons Law 2 

Dragon Mr* 13.99 

Dragon Spirit 12.99 

Dragons Bream* 2199. 

Dragons Lair (l Meg* 

Dragons ol Flame. 

Drakken 

Dungeon Master... 

Dungeon Master Editor 7.99 . 

Dungeon Master Hints . 9.99. 

Dynamite Debugger * 

Edition One ' 

EMe .,, 

Emryn Hughes * 

Emlyn Hughes Qui* ' 

Escape from Robot 

Monsters ' 

Fl6Compai PUot 

F29 Relaliaior • ..... 

rnVon 1 

Falcon M<ssion Disk. ... 

Famavision 

Farey Tale Adventure 

Ferrari Formula 1 

Fighling Soccer 

Final Battle' 

Fire and Brimstone ' 

Fire' 

Flight Sim 2 

Flignt ol the Intruder ' 

Fit Disk 7 or 11 

FH Disk European 



16 99 

.21 99 
. 16 99 



1699 

.14.99 
1399 
1399. 
1399. 

.1699 
1699. 
16 99 
13 99 



16.' 
13! 



1699 
.13 99. 

26 99 

16 99 
.1399 

1399 



59 99 
11 99 
1699 
34 99 
12.99 
13.99 
1699 
13 99 
.16 99 
.1699 
. 1 3.99 
1699 
5.99 

.1699 

1699 

16.99 
16.99 
16.99 
1699 
16 99 
.1699 
..999 
.21 99 
1399 
1699 
1699 
16 99 
1499 
16 99 
16.99 

12 99 

16.99 
1299 
1699 
1399 

13 99 
16 99 
16.99 
1399 
1699 
1499 
1399 
'6 99 
13.99 
1699 
'3 99 
16 99 

.69.99 
59.99 
.5999 
69 99 
.89 99 
...12.99 
79 99 
16.99 
...1699 
. 2699 
...15.99 
.1299 
21.99 
26.99 
.16.99 
..21.99 
16.99 
799 
.9 99 
.16 99 
.16.99 
1499 
13 99 
.1399 
.1399 

. 16.99 

16.99 

.19 99 
.1399 

29 99 

.13 99 
.1699 
.16 99 
.1699 

1699 

1699 

26 99 
.19 99 

1399 

13 99 



Fit Disk Japan 1 

Football Director 2 

Frbatl Managed gift pk 

Ft Bailer ol the Year 2 .. 

Full Metal Planelo 

Fun School 2 I6-8J 

Fun School 2 (over B) 

Fun School 2 (under 6) 

Future Wars 

Ghostbusters 2 

Gnosis and Goblms * 

Ghouls and Ghosts 

Gold ol the Americas 
Golden Shoe ■ 

Grand National 

Grand Prix Circuit 

Gravity * .. 

Gunship . „ 

Hard Dnvin , 

Heavy Metal* ... 

Highway Patrol 2 

Hillstar 

Hounds of Shadow 

Impenum * 

Impossamole * 

Indy Jones Acton 

Indy Jones Adventure.. 
Indy Jones Hint Book 

interceptor 

Interphase 

Inl Champ Wrestling ' 

Iron Lord 

Italy 1990 * 

It came Irom the Desert Hmeg> 
It came Irom the Desert Dala ' 

tvanhoe* 1399 

Jack Nicniaus Extra courses 



13 99 

12 99 
1299 
13.99 
16.99. 
'1 99 
11 99 
11 99 

.16 99 
1699 
1399. 

13 99. 

.1399. 



.16 00 
14 99 
13.99. 
13.99. 
1699 
.16.99 
.1699 
.16.99. 
1399 
13 99. 
16 99. 
.599 

1699 

.16.99 
1699 



Jack Nichiaus Golf.. 

Jumping Jackson..-.,..,.. 
K Quest 1 ,2.3.4.hint bk . 

Keel tho Thief 

Keel me Thief Hint Book 

Kennedy Approach 

K«*OH 

KckOlt2* 

rOck Off extra lima 

KkJ Gloves 

Kind Words 2 

Kings Quest 4 

Kings Quest Triple 

Klaxx ' „ 

Knight o< the Cry- 

stallion " 

Kult 

Hint Book 

Laser Squad 

Leaderboard Bifdka, ...... 

Leisure Suit Larry 2 

Licence to Kill 

L/le and Death ' 

Light Force . 

Lombard Rac Rally 

Loom * 

Lords of lr»e Rising Sun. 

Lost Patrol „ 

Magnum 4 , 

Manchester United 

Manhunter New York . . 

Manhuntor NV hint book 

Manhunter S'Francisco . 

Maniac Mansion 

Microorose Soccer.- 

Ml Tank Platoon' 

Mid Winter „„- 

Mini Office Comms 

Mini Office Graphics 

Mmi Omce Spread 

Mi Hell 

New Zealand Story 

Nighroreed " „. 

Nlnja Sprrit * 

Ninia Wamors.._ 

North and South 

Omega 

Operation Stealth * 
Operation Thunderbori 
Operation Wolf 

Overlandor 

P«7 _....1599 

Paperboy... 12.99 

Pipemama 13.99 

Pirates _ 1599 



16 99 
16.99 
6 99 



. 1499 

11 99... 
1299 

.7 99 
.1699 .... 

.21.99... 
26 99 
.1399 
.2199 

14.99.... 

-12 99. 
1399... 
1999 

12 99 ... 
.19.99.. 
..16.99.. . 
. 14.99. ... 

16.99 

.1699 

..1699 

1699 

6.99 

.21.99 

16 99. . 

.14 99 

21 99 

1999 
.16.99 
16.99 . 
.16.99.... 
15 99 . 
1399 
.1399 
.1399- . 

.13.99 

1699 

21.99. 

1699 

13 99 

'2 99 



1399 

. .12 99 

12.99 

.1399 
. 16.99 

1199 

..-11.99 
....11.99 
1G99 
1699 

13.99 

. 16.99 
...16.99 
16 99 
13 99 
.16 99 
1699 
1499 
.1399 
16.99 
.1699 
16 99 
1699 
1699 
.13.99 
...13.99 
. .16.99 
.599 
16 99 
.16 99 
.1699 
1699 
1699 
.19.99 
9 99 
.1699 
999 
'6 99 
.1699 

6.99 

...16.99 
.5.99 
14 99 
.11 99 
.1299 
.799 
16 99 
.34.99 
.2199 
26 99 
13 99 
21 99 

..14.99 

.12.99 

. 16 99 
26 99 

.1299 
.1999 
.16.99 
1499 
1699 

..1799 
1699 
1699 
16 99 

.2199 

...6.99 

1699 
.1499 
21 99 
.1999 



1599 
.1699 
.1699 

16 99 
.13.99 

1699 
.21.99 

1999 

■ rj 9s 

1499 

.1399 
.15.99 
.1299 
.16.99 
IS 99 



Player Manager 

Pohce Ouesl 

Police Quest 1 .2 hint bk 

Police Ouesl 2 

Populous 

Populous Promised Land 

Powerdrrfl 

Poworflrome , 

Preoous Metal 
Pro Tennis Tour - , . . T . , , , , 

Rambow Islands 

Red Storm Fbsng ,.„ 

Resokilcn 101 * 

Rick Dangerous 

Risk 

Robocop 

Rocket Ranger 

Run Ihe Gauntlet 

RVF Honda 

SOuest t.2 l 3rwilbk 

Shadow Warriors ' 
Shadow of Ihe Beaut 
SNrnbl 

Shoot em up Con Kit 

Sideshow 

Silent Service 

Silkworm 

Sim City 

Sim City Terrain 

Skate or Die ' „„ 

Sleeping Gods Ue 

Sly Spy* 

Space Ace 

Space Harrier 2 

Space Ouesl 3 .. ... 

Spy Who Loved Me ' 

Star Trek V* 

Star Wars Trilogy- 

Star Flight 

Slar Fkght Hint Bk _ 

Star Glider 2 

Steve Davis 

Sios , 

Stos Compile/ 

Stos Games Galore 

Stos Maestro _ 

Slos Spmtes 600 

Stnder 

Stunt Car Race* 

Supercars _ 

Swords of Twilght 

Swords of Twilght Him bk . 

Teal Drive 2 

Tt Drive 2 Cakfomia Chall 
Tost Dnve 2 Muscle Cars 
Test Drive 2 Supercars. . 

The Cycles 

The Jetsons 

Theme Park Myslery ' 

Time 

Toobin „, -, ,,[, 

Total E clips.- 

Tower of Babel 

Track Suit Manager 

Trained Assassin 

Trad Vol 3 * 

Turbo Outrun 

TV Sports Baseball*... 
TV Sports Basketball 

TV Sports Football 

Twin World _ 

Typhoon Thompson 

UMS 

UMS 2 * - 

UMS Scenario 1 

UMS Scenario 2 

Unreal " „ 

Untouchables 

Vermmator 

Vortex 

Waterloo „ 

Wayne GreUky Hockey 

Wetrd Dreams 

W.kJ Strews 

Wings- __ 

WingsofFury" 1399 

World Cup Soccer 90 * . .. 1 6.99 . 

Xenomorph " 1699. 

Xenon 2 Megablasl - 16.99 . 

ZaX Mchraken 16.99 

Zombi 1699 



1. 98 
1699. 
.699. 
1699. 
16 99 
.7.99 
.1699 
16.99 . 
1599 
.1699 
.13.99 
.15 99 
1699 
.1599. 

1399 
.12.99 
IB 99 

12 99. 
1499 

699 
.13.99 . 

1299 ' 
1999 . 

.1499.. 
.1299 
1999 

.16 99 
14.99.. 

13 99. 
26 99 
.1399 
2699 
.13.99.. 
1699 . 
1699. 
16.99. 

14.99... 
12.99... 
19 99.. 
13.99 . 
16 99 
16 99 . 
11 99 
'3 99 
1599 . . 
13.99 
16 99 . . 
.599 



.16.99 .. 
1999 . 
. 13.99 . 
..13.99 ... 
.16.99 ... 
.12.99.... 

1999. ... 
.13 99. 



16 99 
1699 

...14.99.. 

15 99... 
. 6 99 
.899 
...1699. 
1399 
.15.99. ... 

. 16.99 2 
..14.99... 
15.99. 
'699 



12.99 
...16.99 
699 

16 99 
.16 99 

.7 99 

.16 
.1699 

1599 

16 99 

1699 

.1699 
.15.99 
.13.99 
. 15 

1799 
.1599 

1499 
..6 99 

'699 

22 99 
..12.99 
-1999 
.16.99 

12 99 
19 99 
.1399 
1699 
14 99 
16 99 

26.99 

13 99 
26 99 
.1399 
.16 99 
.16.99 
1699 
.599 

14 99 
1299 



.1699 
1599 
1399 
.16.99 
.599 
.1699 
. 9 99 
.999 
.9.99 
16.99 
16.99 
.16.99 
19 99 
.13.99 
.1399 
'6 99 
1299 
.13 99 
.19.99 
16 99 
1999 
19.99 
1799 
1699 
1399 

14 99 

15 99 



1699 
'6 99 

.1399 
.16.99 
1499 
1599 
.16.99 
1999 
1399 
1699 
16.99 
.1699 
.16.99 
1699 



Adv Rugby S*m 

Adv Shi Sim 

Alien Syndrome . 

Archepetagos 

An of Cness 

Backlash 

Ballyhog . 

Barbarian (pal) 

Barbarian (Psy) 

Bards Tale 

Bermuda Project 
Blonic Commando. 



.4 99 

.499. 
.7 99. 
9 99. 
7.99 

.7 99 
. 7 99 
. 799. 
7.99. 
999. 
.7.99. 



Bloodwych . Data Disk 19.99 

BMX Sim 4.99. 

Boulderdasn Con Kit 799 

Brian Clough 7.99. 

Buggy Boy 7.99. 

Captain Blood 4.99 . 

Catch 23 3.99. 

Championship Wrestling3 99 

Conflict 4.99. 

Cyoormod 2 

Eagles Nest 

Empire Strikes Back 

Fast Lane 

Flying Shark 

Pus ion 

Garfield 
Gladiators 
Goldrunner 

Grimblood 

Hellflre Attack . .._ 

Hollywood Hyjmx 

Hollywood Poker 

Hunter Killer 

Malm 90 

Joe Blade 1.2 

Little Computer People 
Live and Lei Die 
Macadam Bumper. . 

Marble Madness 

Mindfighter „. 

Moonmisi 

Motorbike Madness. 
Music Construction Kit 

Music X 

Nebulous 

Nilro Boost 

Nord and Ben 

Oullands _ . 

Outlaw 

Outrun 

Pacta nd 

Passing Shot 

Phobia 

Pioneer Plague 

Pool _ 

Prison . .„„ 

Prohibition 

Ramage 

Return of the Jedi 

Rock Slar 

Romantic Encounters 

Sidewinder l or 2 .... 

Soldier of Light 

Speedball 

Speedboat Assassins 

Spelibreaker _ _ 

Sporting Triangles 

Spy v Spy 1.2.3 7.99 

Take em Oul 

Targhan._ 7.99 

Techno Cop..„_,., 

Tetra Quest 7.99 

Time Bandit . 7 99 

TNT 

Tracers 

Tracker 

Treasure Island Oiziy 

Veteran 

Virus ■■ ,, 

Warlocks Quest 

Whirligio 

Wishbnnger 
Zork lor 2 .... 



4 99 

7 99 



7 99. 

9 99 

499 

7.99.. 

4 99. 

799.. 

799 

499 

4 99 

4 99 

4 99 
...4.99.. 

...4.99.. 
7.99 
.7 99 
799 
.4 99 
.7.99... 

.'7.99... 
4 99 

9 99 . 
.4 99 

.7 99 . 
999... 
999 
7.99 

..499. 1 
.7.99... 
4.99... 

4 99 



4 99 

...9 99 
.799 
...3.99 

7 99 
799 
799 

799 
19.99 
4.99 
7.99 
.7 99 
799 
499 



4 99 
4 99 



.9.99 

7.99 



4 99 

.7 99 

.4.99 
4 99 
4 99 
499 



.799 
.799 



.149 99 

4.99 

9.99 

4. 

- 7.99 



4 99 

.799 
10.99. 

7.99. 



4.99.... 



.799 
...4.99 

7 99. 

9 99 

4 99 

~ 9 99 

7.99 

7. 99. 



7. 

9. 

4; 



7.99 

799 

4.99 

7.99 

499 

7.99 

1099 

,. .4.99 

- - .9.99 
799 



999 

......7.99 



....799 
4 99 



499 



1 20 THE PINK PAGES 



THE ACE STOCKMARKET ENTRY 



FORM 



NAME; _ H 

ADDRESS 



.Telephone Number 



ROUND 
SEVEN 

Post this for m or a pho- 
tocopy to ACE Stock- 
market, Priory Court, 
30-32 Famngdon Lane, 
EC1R3AU. Closing date 
24th May 1990.. 



My predictions tor the TOP TITLE 
in next month's charts are as tot- 
lows: 

THE TOP GAME FOR THE SPEC- 
TRUM WILL BE: 

— M| l«»t^i m t>'HiiMti M ««t l rt ;mH| ti>«ti " l 

THE TOP GAME FOR THE C64 
WILL BE: 



THE TOP GAME FOR THE ATARI 
ST WILL BE: 



THE TOP GAME FOR THE AMIGA 
WILL BE: 



THE TOP GAME FOR THE 
AMSTRAD CPC'SWILL BE: 



THE TOP GAME FOR THE PC WILL 
BE: 

>t t w ) i M t|i. M >*il H <iti H il'«ltt«'ti» » l n llt^ 

THE TOP COMPANY IN THE 
STOCKMARKET (COMPANY 
COUNTER) WILL BE: 



You can also submit a JACKPOT 
ENTRY- choose any ONE ot the 
following categories and enter 
your prediction for the TOP FIVE 
ENTRIES in next month's charts 
tor that category. 

My JACKPOT CATEGORY is (tick 
one only): 

ST GAMES „ XJ 

AMtGA GAMES ~w£l 

PC GAMES .□ 

C64 GAMES Q 

SPECTRUM GAMES □ 

STOCKMARKET (COMPANIES) 



My hve predicted top entries tor 
my Jackpot Category are: 



1. 



Rules: 

Al entries musl be receded by the clos- 
ing dale (or this romd ot May 
24*1990. 

No employees ot f MAP. w ot any com 
parry *i*ohred in the pioducbon. oHtn 
button, or sale of AC£ Magazine ore eli 
gible tor entry. 

Only one entry pe> household. 

The decision ot the judges Is tmai and 
correspondence cannot be entered 
cito. 



WHAT YOU 
HAVE TO DO 

Enter your choice for 
next month's number 
one entry in each cate- 
gory on the form. You 
can also choose to go 
for the Jackpot by try- 
ing to predict the top 
hve entries in any one 
category. 

All correct entries 
will be put into a draw 
and a random selec- 
tion made to deter- 
mine a winner tor each 
at the six categories. 
There's £25.00 worth 
of software for your 
machine waiting for 
you it you win. II any- 
one gets ALL frve 
entries for their Jack- 
pot Category nght, 
they wm a JACKPOT 
PRIZE ot £150 worth 
of software for their 
machine. 

A photocopy of 
this form lor a neatly 
laid out postcard) is 
acceptable, but please 
remember to include 
the round number (7). 



HOW TO PLACE YOUR ENTRY 

All you have to do is send off the form below, together with your payment; 
Entries to the Pink Pages cost just £4.00 each. (Except for helpline which is free). 

• The maximum is 20 words except for Helpline. (Helpline entries can be extended to 
100 words max - use another sheet of paper if necessary). 

• The service is NOT open to trade advertisers. 

• We will print your advertisement in the first available issue. 

• Entries which could be interpreted as encouraging software piracy will not be accepted. 

ENTRY FORM 

Category of entry: 



POST TO: ACE Readers Page, 
Emap B+CP, Priory Court, 
30-32 Farringdon Lane, 
London EC1R3AU. 

Please place my ad in the 
next available issue of ACE. 

Name 

Address 



□ Helpline 

□ Wanted 

] User Groups 



□ For Sale 

□ Pen Pals 

□ Other 



Write your Advertisement here, one word per box. 
Include your name, address and phone number if 
you want them printed. 



Method of Payment 



□ Cheque 



□ P.O. 



Please make cheques and 
postal orders payable to 

ACE MAGAZINE. 



SUBSCRIBE! 



Get 13 Issues of ACE lor the price ol 12 - and get it delivered to you in the comlort ol your own homo 

HOW TO ORDER 

Complete the coupon below OR send you' details on plain paper OR ring our special 24 hour Orderline service on 0858 4100B8 and quote your credit card number 

ANNUAL RATES 

UK £17.95 
Overseas Surface Mail £27.95 
Airmail Europe £42.95 

We suggest that overseas readers pay by international Money Order Other airmail rates available on request For subscription enquiries telephone 0733 555161 

^ To ACE Subscriptions Dept., PO Box 500, Leicester LE 99 OAA 



Name 



Address 



Postcode 



Please start my subscription from the (enter month) 

issue of ACE. I enclose my cheque postal order for £ (payable to ACE magazine 

Please charge £ to my Access, Visa Diners AmEx account. Card number Expiry Date 

Signature 



ADVERTISERS INDEX 



ACCOLADE 

ACE T-SHIRT COLLECTION 

ANCO ....... N 

ATA R I , , . , , » tHlnHlllHHUllUlikMtfftM 

CES 



41 

« 78 

ii . . . x l ■* .57 
■..'••••■•■.......95 

114 



CONSOLE SUPPLIES 114 

CODE MASTERS M 86 

CTW SURVEY 86 

DIGITAL INTEGRATION M 39 

ELECTRACOIN „ 12 

EVESHAM H .. H 115 

FUTURE M 74,75 

HEWSON h 121,61 

IMPRESSIONS ... .„ >..... 84 

INTERMEDIATES 107 

LOGOTRON k..h 98 

MAIL CENTA _.112 

MCD 119 

MEG ALAND 109 

MICROB YTE — 116 

MICRODIGITAL 91 

MICROPROSE 20,21,34 

MINDSCAPE h 47 

MIRRORSOFT 16,66,67 

OCEAN 80,IBC,IFC 

P E R R Y ERE ....*.......«.*«.«•••........■..■.....■....». ..... ......... .......*..< ...... 1 02 

PRISM „..„ . KiMii 46 

H ARE i.iM.m.im<H4iMMiMMt lH I IM» IW"H"iiii 86 

RAPID 112 

READERS CLASSIFIED 118 

TELEG AMES „ 1 08 

TURBOSOFT 104 

UBI SOFT ...... 32 

US GOLD ., OBC 

VIRfllN <3C ia 

' 1 M..ll...-||~ CJllO 

WORLDWIDE 117 



E.L.S.P.A 



EUROPEAN LEISURE SOFTWARE 
PUBLISHERS ASSOCIATION 

"In our recent advertisements appearing as part 
ol the 'Piracy is Theft' campaign, we caused to 
be reproduced a GCSE Certificate bearing the 
name of the Northern Examining Association. 
We should like to make it clear that we did not 
intend to suggest that the Northern Examining 
Association had in any way been responsible for 
or implicated in software piracy, and apologise 
to the Northern Examining Association for any 
embarrassment caused" 

E.L.S.P.A 

23 Newrj Road, St. Margarets, Has! Twickenham, 
Middlesex. 
T\V1 IPJ 



The BLITTER END 



CD UK - AT LAST? 




NEC - already over 200.000 CD ROM units in 
use. and now coming to the UK In September"/ 

One good thing about the Computer 
Entertainment Show this September is 
that an all-games show is giving the 
console manufacturers a platform from which to 
reveal their plans for our green and pleasant land. 

NEC, whose PC Engine has been the subject 
of more grey imports than most machines, is now 
firmly tipped to launch the official UK version this 
year at CES. Similarly. Virgin Mastertronic are to 
launch the excellent Sega Megadrive. 

There's no doubt that if 16 bit consoles get 
the same support in this country from manufac- 
turers, software houses, and distributors then 
they are going to give the 16-bit computers a run 
for their money. To date this hasn't happened. It s 
been a frustrating feature of the console scene 
that the official UK import delays (which always 
seem to accompany Japanese products) have 
meant that no sooner do we receive one product 
than we hear tempting news of a new, more pow- 
erful beast. Is anyone to blame if they don't buy a 
PC Engine because they want a Super Turbo- 
graphx? Or hesitating over a Sega Master System 
because they have a secret desire for a 
Megadrive? 

But the best thing about the PC Engine 
launch is that it will (along with Commodore's 
much discussed but little seen CCMmiga) give the 
UK the potential to develop a CD-ROM games 
market, And that can't happen too soon... 



People will do anything for a mention in this col- 
umn. Lesley Walker of Virgin wrote to us to say 
that four finalists in the Sega games champi- 
onships flew to New York for four days and 
refused to eat anywhere except at Macdonalds. 
What's the chance of using this as a news story?' 
asks Lesley. Welt, apart from the apparent con- 
nection between video games addiction and 
health, not much. But rather more chance, 
methmks, than the people who sent us the press 
release headlined 3.5 INCHES NOW STANDARD 
AT DYNAMICS MARKETING. Surely not a fact to 
advertise, eh chaps? Our favourite, however, was 
the one from Parkfield which promised a video to 
let us Discover the world's secret animals...'. So 
that's what they were doing with that camcorder 
at the Golden Joysticks... 

Blit Blitf 



You probably won't have noticed a small change 
on our contents page this motich - ACE Is now 
published by a new company. EHAP Images, 
formed especially to produce Innovative titles far 
tomorrow's consumer technology. Below, publish- 
er (now Managing Director) Terry Pratt land his 
wife) celebrate the birth of this great idea and 
look forward to the arrival of lots of little maga- 
zines. | 




ACE CAPTION 
COMPETITION NO 1 




This dreamy, romantic scene Inspired us to launch 
ihe first ol a number ot ACE Caption Competi- 
tions. H you can come up with a witty line or two to 
(ill an imaginary bubble above the lady's head, let 
us know on a postcard and we'll send a mystery 
software prize (worth al least £20) to the sender 
ol ihe one that makes us laugh loudest Send 
your entry to ACE Captions. Pnory Court. 30-32 
Farringdon Lane. London. EC1R 3AU. 

While we're in a prize-giving mood, here's 
another opportunity 'or you. Sharp eyed readers 
will have noticed that there is a blanked out photo- 
graph on page 10 o' this issue The simple truth is 
that when the software business get together, 
some ot the things they get up to are impossible 
to imagine - let alone prim. So what's going on 
behind that anonymous black square? Again, soft- 
ware to the value of £20 to the man (or woman} 
who sends the most original suggestion. And a 
solicitor's letter to anyone who gets it right. 



SPECIAL 
3D 
ISSUE 



There's a graphics 
extravaganza next month 

as we bring you exclu- 
sive details from some of 
the world's top software 
developers on the con- 
struction of 3D worlds. 
Mike Singleton, Jez San, 
David Braben, and others 
take you step by step into 
cyberspace. 
There's also a special 
location report from 
Spain as we visit Dinamic 
in Madrid - the boys 
behind such hits as 
Army Moves and Game 
Over -and we continue 
to blaze a path through 
the European software 
jungle with a visit to Info- 
grames in Lyons. 
But for someone it's 
going to be the hottest 
issue ever - because 
we'll be announcing the 
winner of our fabulous 
FM Towns compo. Keep 
your fingers crossed! 



Ooops! 



Only a sprinkling of minor Ooops' last 
month, you'll be sorry to hear. In our review 
of Champions ot Krynn the old score grid 
from the previous monlh appeared on the 
page along with the correct one. Those who 

took guidance from the panel rating the 
game at 820 were on the right track. And In 
our review ot Renaissance, technobutts 
would have immediately spotted that the 
versions labelled 'Contemporary' were actu- 
ally 'Classical' - and vice versa. 
Finally, many apologies to Chris Morley, 
who complied our Updates Pages but did 
not appear on Ihe contributors' list. Sorry 
Chris! 



1 22 Advanced Computet Entertainment 



V^REJILWE'RIALIVE, BUT.. 




I 



I 






WELCOME TO THE FIRST NEWAGE COMPUTER GAME... 



^2 



\n avlonntwvg tarn* thai no *Hf 
I mpccling g»m< i «ho«ild b* wilhouf 



Take it easy. 
E MOTION is 

here to enter- ^ 
tain not enrage to 
expand your mind, 
not to explode it. 
E MOTION (E is for 
Einstein) takes you to a 
world outside the stress 
and tension of the 1990 s, 
a New Age Here you can play^ 

to win or simply to enjoy, 
the ever-changing kaleido- 
scope of multi-coloured 

' puzzles and infinite 
patterns. EMOTION 
is for everyone who 
likes to win. but 
also wants to 
see the 21st 
Centun 



✓ 



CBM 64/128 
6 AMSTRAD 

CASSETUR DISK 
SPECTRUM 4B I2SK 
CASSfTIf 



m 



I motion n a work ot gt MM-unph 



1 



■50 levels 
including 3 
types of 
bonus level. 

Unique ray- 
traced graphics 

(16 bit only). 

4 channel sampled 
sound (16 bit only). Ad lib 
card compatible 

1 Simultaneous 

2 player option. 

Realistic elastic 
moulding of motion 

32 colours 

(Amiga). 

• Hidden 
secret 
bonus. 



ex 



sr.- 



■M-\RI 



AMIGA 
IBM PC 

■HXKeCOMWTIBUS 



IIItomputerI 



EINSTEIN PIPTOR PARTICLE BMYSICS 
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